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Finally, Preschool Software With A Clue! 


Humongous Entertainment And Nickelodeon Introduce Two New CD-ROMs 
Based on the Hit Preschool TV Show, Blue’s Clues” 


Blue’s Birthday Adventure™ and Blue’s ABC Time Activities” 
Hit Retail Store Shelves on September 1 


SEATTLE — August 25, 1998 — Humongous Entertainment, award-winning creator of 
children’s software, has teamed up with Nickelodeon, the #1 network for kids, to create software 
based on the Emmy®-nominated and most-watched preschool show on television, Blue’s Clues”. 
Two separate CD-ROMs, Blue’s Birthday Adventure” and Blue’s ABC Time Activities” , will 
release to retail stores on September 1 in one of the most anticipated kids software debuts in recent 
memory. 

“We've partnered with Humongous Entertainment because of our shared vision and goal — 
to develop creator-driven innovative software," says Ann Sarnoff, Executive Vice President 
Consumer Products and Business Development, Nickelodeon. "In uniting software experts with 
the show's creators, we've developed games so groundbreaking and true to Blue’s Clues that they 
play like kids are simply plugging their mouse into the TV." 

Humongous Entertainment and the creative team for the Blue’s Clues TV show have worked in 
close collaboration to maximize the educational and entertainment quality of the CD-ROMs. This 


partnership has blended the unique playability of Humongous Entertainment's award-winning 


CD-ROMs with the rich look and multi-layered educational experience of the Blue’s Clues TV show — . 


This new learning experience takes the concept of the TV show and provides an exciting translation a 
to the computer screen. Blue’s Birthday Adventure and Blue’s ABC Time Activities allow kids to 
interact, learn and explore with Blue and her friends. 
_ Humongous Entertainment's technology creates a breakthrough CD-ROM experience where a 
live-action host, Steve, lives in Blue’s world. Now, kids can enjoy the unique interaction 
with their friend Steve, along with the play-along aspects of the Blue’s Clues 


TV show on their computers. 
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Blue’s Birthday Adventure and Blue’s ABC Time Activities, Page 3 


Kids identify letters, build vocabulary, practice phonics and create rhymes as they collect 
words to help Blue build silly stories in her Word Book. Kids can print Blue's Word Book, then return 
to the activities and discover new letters and words with which to create completely new stories. 
Levels of difficulty adjust automatically to kids’ abilities, providing everyone a chance to participate 
and complete the activities again and again. 

Whether kids are jumping into the bathtub with Slippery Soap, playing in the sand with Shovel 
and Pail, or even “skidooing’” into the wall painting to enter the Jungle with Lion Prince, they meet 
many characters and discover pre-reading activities. Games in Blue’s ABC Time Activities include 
these: | 

e Safari Snapshots with Lion Prince. Kids enter the Jungle and help Blue and the Lion 
Prince take snapshots of animals for her alphabet photo album. Kids have three tries to 
click the animal that begins with a certain letter of the alphabet. Once they take the 
photos, kids can go back and look at them at any time or even print them out to begin their 
very own photo albums. 

e Snack Time with Mr. Salt and Mrs. Pepper. In the kitchen, kids help Blue figure out 
what items Mr. Salt and Mrs. Pepper need for snack, based on the letters on their grocery 
list. Mr. Salt and Mrs. Pepper say the name of the first letter on their list and also 
pronounce the letter phonetically (Such as “em” for “m”). Five items appear from the 


grocery bag, and kids must choose which item begins with that letter and sound. 


Availability and System Requirements 
Blue’s Birthday Adventure is available for $29.99 on hybrid CD-ROM for Windows 98/95 


and Macintosh. Blue’s ABC Time Activities is available for $19.99 on hybrid CD-ROM for Windows 
98/95 and Macintosh. 


“Making of Blue’s Birthday Adventure” 
Humongous Entertainment introduces an exclusive behind-the-scenes look at the creation of 


the highly anticipated new kids software title, Blue’s Birthday Adventure on its award-winning web 

site, www.humongous.com. This unique and extremely thorough feature describes the one-of-a-kind 
process that was behind the collaboration of Humongous Entertainment and Nickelodeon in creating 
one of the most interactive CD-ROM experiences for preschoolers. This feature takes you step by 


step through the process from early storyboards to video shoots to final testing. 
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Mike Salvadore, mikes@humongous.com 


Nickelodeon: 
Maria Sinopoli, maria@nick.com 
(212) 258-7738 


FOR IMMEDIATE RELEASE 


Nickelodeon and Humongous Entertainment Ink Exclusive Five-Year Worldwide Deal 
To Create CD-ROMs for Blue’s Clues, Nick Jr.’s Top-Rated Preschool TV Show 


Woodinville, (Seattle) Wash. - November 6, 1997 - Nickelodeon and Humongous 
Entertainment, two of the highest quality and best loved kids entertainment brands, join forces in 
an exclusive five-year worldwide deal to develop CD-ROMs based on Blue’s Clues, the number 
one show in commercial preschool television. Fans of Blue’s Clues will enjoy new ways to 
interact, laugh and learn with their favorite dog, Blue, and her friend Steve. The first CD-ROM is 
slated for Fall 1998 release. 

This agreement marks the first time ever that Humongous Entertainment will develop 
software based on a character outside of its family of award-winning originals, which includes Putt- 
Putt®, Freddi Fish” and Pajama Sam”. 

“Nick Jr.'s phenomenally successful Blue’s Clues TV show shares the ideals of Humongous 
Entertainment and complements our original characters. We look forward to publishing quality 
Blue’s Clues software that is as innovative and educational as the show,” said Ralph V. Giuffre, 
Humongous Entertainment's executive vice president of marketing and licensing. 

“Blue’s Clues required a worldwide software partner who shared our sensibilities and 
understanding of how preschoolers ‘play to learn’ — the Nick. Jr. Philosophy,” said Tom Ascheim, 
Nickelodeon's vice president of business development, publishing and multimedia. “Humongous 
Entertainment was the best choice because of their recognized experience and success with 


strong character development, high quality animation and interactive design that empowers kids.” 
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Humongous Entertainment. 
Shelley Day, a co-founder and 
the company’s chief executive, 


wants to keep it that way. 


On the Job with Putt-Putt, Freddi Fish and Pajama Sam 


By JAMES RYAN 


HELLEY DAY’S friends 
tell her it is no surprise to 
them that she is running 
her own computer game compa- 
ny, Humongous Entertainment. 
As a child, she would save up her 
allowance to buy the latest board 
game and then lasso the neighbor- 
hood gang into the basement of 
her parents’ home in Redding, 
Calif., to help her puzzle it out. 

She was introduced to her first 
computer game, one of the early 
text-based adventures, at a barbe- 
cue in the early 80’s. As others 
frolicked in the pool outside, she 
remained glued to her chair for 
six hours. 

“The next day my boyfriend 
and I went out and bought a 
Commodore 64,” Ms. Day 
recalls. In 1984, with a degree in 
television and radio broadcasting 
from the University of San 
Francisco, she joined the game 
developer Electronic Arts. Out of 
60 producers, she was the only 
woman. 

After working for 10 years as a 
game producer, she teamed up 
with her partner, Ron Gilbert, 
who handles the creative side of 
the business, to form Humongous, 
based in Woodinville, Wash., a 
Seattle suburb, with $100,000 
from a private investor and a staff 
of six. Today the company, which 
specializes in children’s entertain- 


Robert Sorbo for The New York Times 
Shelley Day is chief executive of the Humongous Entertainment 
software company, whose interactive games for children feature 
characters like Pajama Sam. 


ment titles, has 320 employees 
and in July 1996 became a whol- 
ly owned subsidiary of the GT 
Interactive Software Corporation 
in a stock swap worth $76 million 
that left her as the chief executive 
officer of the subsidiary. 

In the next few months Ms. 
Day’s company will introduce 
stuffed toys, a clothing line, a 
CD-ROM series based on the hit 
Nickelodeon show “Blue’s 
Clues” and a Saturday morning 
cartoon show based on original 
Humongous characters including 
Putt-Putt, Freddi Fish and Pajama 
Sam. 

For many parents and their 
children, Humongous games pro- 
vide the first introduction to com- 
puter software. Most employ a 
simple formula: friendly charac- 
ters accompany players on an 
interactive adventure to solve a 
crime like the theft of Freddi 
Fish’s seashell or overcome a 
childhood fear like Pajama Sam’s 
fear of the dark. 

Ms. Day is known in the indus- 
try for fostering a relaxed work- 
place with low employee turnover. 
The typical uniform, even among 
managers, is shorts, T-shirt and 
sandals. Ms. Day, 37, favors plum- 
colored nail polish, sandals and a 
gingham shift. “I’ve always been 
the weird female in a real male- 
dominated workplace,” she said. 

Gingham shifts notwithstanding, 
Ms. Day has a reputation for being 
a stubborn business partner and 
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Humongous Entertainment’s Hall of Fame 
1993-1998 


“Six Firms Worth Watching in ’96,” USA Today 
“25 Cool Companies,’ Fortune 1995 
Compass Award, Art Institute of Seattle 1997 


www.humongous.com 
USA Today Hot Site Award, 1996 

Family-Friendly Site Award 
USA Today Hot Site Award, 1997 


Pajama Sam 2: Thunder and Lightning Aren’t So Frightening — 
1998 Thunderbeam Seal of Approval 
Best of 98 Award, The Review Zone 


Freddi Fish 3: The Case of the Stolen Conch Shell” 
1998 FamilyPC Best Software for Kids Award 
1998 Parents’ Choice Seal of Approval 
Best Children’s Software of All Time, Thunderbeam.com 
Thunderbeam Seal of Approval 
Kids Domain Gold Award 
Children’s Software Revue’s “All Star Software” Award 1998 
Best of 1998, The Review Zone 
Computer Time’s Editor's Choice Award 


Big Thinkers © 
1998 Parent’s Choice Seal of Approval 
Family PC Tested-Recommended Award 1998, Big Thinkers Kindergarten and 1*' Grade 
Dr. Toy’s 100 Best of the Year Award 1997, Big Thinkers 1*%* Grade 
Thunderbeam Seal of Approval, Big Thinkers Kindergarten | 
The National Parenting Center Seal of Approval, Big Thinkers Kindergarten and 1* Grade 
Children’s Software Revue's “All Star Software” Award 1997, Big Thinkers Kindergarten 
ComputED’s 1997 BESSIE Award, Best Multi-Subject Early Learning Program, Big Thinkers 
Kindergarten 


SPY Fox in Dry Cereal” 
1998 FamilyPC Best Software for Kids Award 
Family PC Tested-Recommended Award 1997 
1997 Family Channel Seal of Quality Award 
Thunderbeam Seal of Approval 
A+ Review, Parenting Magazine 1997 
#1 Kids Game of the Year 1997, Computer Gaming World 
1997 Software of the Year, Family Fun Magazine 
ComputED’s 1997 BESSIE Award, Best Upper Elementary Interactive Adventure 
1997 Best Multimedia Title, Videogame Advisor 
Best of 1997, The Review Zone 
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Top-Rated Five Star Award, PC Magazine 
Critic's Choice Award, Family Life Magazine 
Bologna New Media Prize, Bologna Children’s Book Fair and Children’s Software Revue 
1997 KIDS FIRST! Award, Coalition for Quality Children’s Media 
1997 Best Kids Game, Family PC 
Top-Rated Three Star Award, Canadian Toy Testing Council 1997 
1997 Best of the Net Award, (August) The Mining Company 
1997 Software Magic Award, Parenting Magazine 
1997 Software of the Year, Family Fun Magazine 
1998 BEST BET Award, Canadian Toy Testing Council 

1998 MacWorld Game Hall of Fame 
1998 Editor's Pick Award, Softseek 


Freddi Fish 2: The Case of the Haunted Schoolhouse © 
1997 KIDS FIRST! Award, Coalition for Quality Children’s Media 
Newsweek Editors Choice Award 
Top-Rated Five Star Award, PC Magazine 
Top-rated Four Star Award, Home PC Magazine 
Top 4 Kids’ Game of 1996, Computer Gaming World 
The National Parenting Center Seal of Approval 1997 
The REVIEW ZONE ’s Best of ‘96 
Medallion Award, Anders 1997 CD-ROM Guide 
Bologna New Media Prize, Bologna Children’s Book Fair and Children’s Software Revue 
Family Channel Seal of Quality Award 
1997 Best Children’s Game, Electric Playground Blister Awards 
1997 Best Educational Game, Computer Game Developer's Assoc. Spotlight Awards 
Top-Rated Three Star Award, Canadian Toy Testing Council 1997 
1998 Editor’s Pick Award, SoftSeek 


Putt-Putt® Saves the Zoo 
1996 Software Magic Award, Parenting Magazine 
Most Popular Character Ever, Home PC Kids’ Lab 
Family PC Tested-Recommended Award 1996 
Children’s Software Revue’s “All Star Software” Award 
1996 Rommie Award, Best Game for Kids, CD-ROM Today 
100 Best Discs Ever, CD-ROM Today 
C|INET Top 100 CD-ROMs Award: Buy It! Award 
1996 KIDS FIRST! Award, Coalition for Quality Children’s Media 
The Best of 1995. Editor's Choice, PC World 
The Best of 1995, Mac Home Journal 
Top 10, The Computer Museum Guide to the Best Software for Kids 
1995 Hot Holiday 100, Family Software #4, Computer Gaming World 
The National Parenting Center Seal of Approval 1995 
Best Kids Game of 1995, The Computer Show Online 
Kids’ Choice Award, Couldn't Peel Me Away, Children’s Multimedia Expo 1995 
Medallion Award. Anders 1997 CD-ROM Guide 
1998 Editor's Pick Award, SoftSeek 


Let's Explore the Farm — 
Family PC Tested-Recommended Award 1996 
1996 KIDS FIRST! Award. Coalition for Quality Children’s Media 
1995 Software Magic Award, Parenting Magazine 
The National Parenting Center Seal of Approval 1995 
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The CD-ROM 100 Best, CD-ROM World 
Innovations ‘94 CES, Showcase Award Winner 
Medallion Award, Anders 1997 CD-ROM Guide 

1997 Reviewer's Choice Award, Sesame Street Parents 


Putt-Putt® Goes to the Moon” 
1994 Honor Award, Parents Choice 
Top 100 Products, Home PC 
Best Children’s Title (finalist), Multimedia World 
The National Parenting Center Seal of Approval 
Four Mouse Award, Mac User 
The CD-ROM 100 Best, CD-ROM World 
Innovations ‘94 CES, Showcase Award Winner 
Medallion Award, Anders 1997 CD-ROM Guide 


Fatty Bear’s Birthday Surprise" 
Best Educational Program (finalist), Compute 
Best Educational Program, PC Home 
4 72 Mouse Award, MacUser 


Putt-Putt’s® Fun Pack™ 
Top 100 Products, Home PC 
Director's Choice, Early Childhood News 
Innovations ‘94 CES, Showcase Award Winner 


Fatty Bear’s Fun Pack” 


Honor Award, Parent’s Choice 
Innovations ‘94 CES, Showcase Award Winner 


last updated 8/24/98 


Contact: 

John Uppendahl, johnu@humongous.com, or 
Mike Salvadore, mikes@humongous.com 
425-951-2149 


Humongous Entertainment Fast Facts (*UPDATED* August 28, 1998) 


Humongous Entertainment creates high-quality, hand-drawn, interactive 
Junior Adventures”, Junior Field Trips”, Junior Arcade”, Junior Sports™ and Big 
Thinkers” games that encourage kids to explore, discover, learn and have fun. 
Endearing original characters include Putt-Putt®, Freddi Fish”, Pajama Sam™, SPY 


Fox”, Fatty Bear™ and Buzzy the Knowledge Bug”. 


Founded: March 1992 by Shelley Day and Ron Gilbert 
Ownership: GT Interactive Software Corporation (NASDAQ: GTIS) 
Employees: 300 


Management: Shelley Day, President and CEO 
Ron Gilbert, Co-Founder and Creative Director 
Ralph Giuffre, Executive Vice President of Marketing and Licensing 
Alex Brown, Vice President of Sales 
Joe Arciniega, Vice President of Operations 
John Uppendahl, Vice President, Communications & Online 
Business Development 
Joyce McNeil, Controller | 
Scott Wallin, Senior Director, Online Game Development 


Barbara Hanna, Director of Development 


For Information: (800) 499-8386, Direct Sales and Customer Service 
(425) 485-1212, Technical Support 
(425) 486-9258, Business 
support@humongous.com, E-mail 


http://www.humongous.com, World Wide Web 
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In December 1996, Newsweek proclaimed, “Humongous Entertainment has 
become the Disney of children’s software, developing charming new characters and 
building great stories around them.” 

In June of 1997, Putt-Putt graced the cover of PC Magazine as the “Best Kids’ 
Game.” PC Magazine said, “If Putt-Putt Travels Through Time™ has a downside, it’s 
that the game may make you forget about all other children’s software you own.” 

Humongous Entertainment's award-winning games have become an 
international success, with localized translations in Japanese, Dutch, German, Swedish 


and French. Additional translations are in development. 


Television & Beyond 
In March of 1997, Humongous Entertainment announced a production alliance 


with Lancit Media Entertainment to create original television, motion picture and home 
video programming based on its family of original characters. 

PC Magazine said in March of 1997, “Putt-Putt and pals are about as lovable a 
bunch as we've seen in children's software. With a presence on TV, in toy stores, and 
on the big screen, the animated gang could very well move into the leading ranks of 
children's characters, alongside such heavyweights as Rugrats, Barney, and the Disney 


characters.” 


Strategic Partners 


GT Interactive Software Corp.: Humongous Entertainment is a wholly-owned 
subsidiary of GT Interactive Software Corp. It was acquired for $76 million on July 9, | 
1996. Headquartered in NY, GT Interactive Software Corp. is a leading global publisher 
of entertainment and edutainment software under the GT Interactive, Humongous 
Entertainment and Cavedog Entertainment brands for personal computers as well as 
video game systems from Sony, Nintendo and Sega; and Macintosh software under the 
MacSoft brand. Among GT Interactive’s best-sellers are Duke Nukem 3D and QUAKE. 
The company is also a leader in value-priced software. Located at 
www.gtinteractive.com on the World Wide Web, GT Interactive is publicly traded on the 
NASDAQ National Market System under the symbol GTIS. 

Strategy Licensing: In June of 1996, Humongous Entertainment partnered with 


The Strategy Licensing Company, a subsidiary of Lancit Media Entertainment 


(turn over please) 


5- 


Shelley earned degrees in radio and television production and psychology from 
San Francisco State University. She is on the board of the Washington Software 


Association. 


Ron Gilbert 

Ron Gilbert, co-founder and creative director of Humongous Entertainment, has 
been designing and writing games and interactive stories for more than 10 years. An 
internationally renowned game designer, Ron provides the creative direction for all of 
Humongous’ products. 

Prior to co-founding Humongous Entertainment with Shelley Day, Ron spent 
eight years at LucasArts Entertainment where he designed such classic games as 
Maniac Mansion and the Monkey Island series. Both games have won numerous 
awards and appeared in PC Game's “Top most influential games of all time’ list. 

Ron’s creative focus ensures that Humongous will stay on the cutting edge of 
interactive entertainment. One of Ron’s goals in starting Humongous Entertainment 
was to bring the interactive experience to a larger market by designing and exploring 


new ways to entertain people. 


Product Lines and Games 
Humongous Entertainment's games are available on hybrid CD-ROMs for 
Windows 98, Windows 95, Windows 3.1 and Macintosh. 


Junior Adventures 

Junior Adventures challenge and inspire kids to think for themselves in creative 
and flexible ways. Children play with faithful, lovable friends as they discover captivating 
worlds where they direct the journey and overcome challenges at their own pace. 
Humongous Entertainment's heart-warming characters and engaging adventures come 
to life through feature-film quality animation, original music and the power of a child's 
imagination. 


Pajama Sam 2: Thunder and Lightning Aren’t So Frightening” 
July 1998, $29.99 ESP 


Putt-Putt Enters The Race” 
Early 1999, $29.99 ESP 
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Big Thinkers” | 

Ben and Becky Brightly, the superstars of learning and laughter, welcome kids to 
their house to experience a world of fun and excitement. The Brightlys stretch their 
bodies, transform into objects, produce ice cubes and bubbles from their ears, sing 
songs, and fill children’s minds with a wonderful array of concepts and skills that 
enhances classroom learning. Skills are discovered and strengthened in a variety of 
locations in and around the Brightly house, rather than a classroom setting. Each title 
incorporates material from the five major subject areas into more than 20 learning 


activities and exciting SuperStar of Smarts Challenge” activities. 


Big Thinkers Kindergarten” 
October 1997, $19.99 


Big Thinkers 1st Grade” 
October 1997, $19.99 


Junior Arcade 

Junior Arcade games are packed with fast-and-furious gameplay that satisfies 
kids’ hunger for action and surprises. These games star everyone’s favorite characters 
from Humongous Entertainment’s award-winning titles and feature the same high-quality 


hand-drawn animation. 


SPY Fox in Cheese Chase” 
May 1998, $14.99 ESP 


Pajama Sam’s Sockworks™ 
July 1997, $14.99 ESP 


Freddi Fish and Luther’s Maze Madness™ 
February 1997, $14.99 ESP 


Freddi Fish and Luther’s Water Worries” 
February 1997, $14.99 ESP 


Putt-Putt and Pep’s Dog on a Stick™ 
October 1996, $14.99 ESP 


Putt-Putt and Pep’s Balloon-O-Rama™ 
October 1996, $14.99 ESP 
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Contact: Dan Martinsen 
(212) 846-8116 


“BLUE” BEATS BART SIMPSON, MICHAEL JORDAN IN PRIMETIME 


NICKELODEON’S BLUE’S CLUES BIRTHDAY SPECIAL WINS TIME 
PERIOD SUNDAY NIGHT OVER BROADCAST, CABLE COMPETITION 


New York, NY -- June 16, 1998 -- Nickelodeon’s primetime Blue’s Clues birthday 
special on Sunday night (8-8:30 pm ET/PT) turned into a national pajama party and 
ratings bash, delivering the highest rating during its time period over all competition on 
broadcast and cable television among kids 2-11, according to Nielsen. 


The Blue ’s Clues birthday special averaged a 6.3 national rating (2.5 million viewers) 
from 8-8:30 p.m. among kids 2-11. The special outperformed ABC’s Wonderful World of 
Disney (4.5 rating/1.8 million viewers), the NBA Championship Series on NBC (4.2 
rating/1.7 million viewers), The Simpsons on Fox (2.9 rating/1.1 million viewers) and 
Touched By An Angel on CBS (1.3 rating/520,000 viewers). 


The televised primetime special was the culmination of a weekend-long Blue's Clues 
birthday celebration. On Saturday, June 14 a record 7,000 people came to FAO Schwarz 
in New York City to meet series host Steve Burns and Blue. Among the 7,000 in 
attendance were 4,000 preschoolers who lined the perimeter of the FAO flagship store on 
Fifth avenue, in what was the most successful product launch event in the 136 year 
history of FAO Schwarz. 


Starring Steve Burns as the live-action host who lives in a storybook, animated world, 
“Blue’s Birthday” featured guest appearances by Gloria Estefan, Rosie O’Donnell, Tia & 
Tamera Mowry, Michelle Trachtenberg and Amanda Bynes. Employing its customary 
play-to-learn approach, Steve invited young viewers to help him make last minute 
preparations for Blue’s birthday and help solve what Blue wanted as her birthday present. 


Blue ’s Clues is presented Monday through Friday at 9:30 am during Nickelodeon’s Nick 
Jr. preschool block, with additional presentations Monday through Friday at 12:30 pm 
and Saturday and Sunday at 6:30 am. 


Nickelodeon, Nick Jr., Blue ’s Clues and all related titles, characters and logos are 


trademarks of Viacom International, Inc. 
## # 


Contact: Maria Sinopoli 
212-258-7738 


NICKELODEON’S BLUE’S CLUES BIRTHDAY CELEBRATION 
BREAKS ALL RECORDS, BECOMING THE BIGGEST 
CHARACTER LAUNCH IN THE HISTORY OF FAO SCHWARZ 


New York, N Y -- June 16, 1998 -- Despite extreme weather conditions, a record 7,000 
people attended Nickelodeon’s Blue’s Clues celebration this past weekend, making it the 
most successful product launch event in the 136 year history of FAO Schwarz. 


Among the 7,000 in attendance were 4,000 preschoolers who lined the perimeter of the 
FAO flagship store on Fifth Avenue in the early morning hours to meet Steve Burns, the 
host of Blue ’s Clues -- America’s #1 preschool television program. 


According to FAO Schwarz executives, the sales of Blue ’s Clues products on the day of 
the event were more than triple the sales of licensed product on a typical Saturday. 


“We’ve introduced a line of high quality products which mirror the show’s interactivity 
and ‘layered learning’ approach,” says Ann Sarnoff, Executive Vice President of 
Consumer Products and Business Development, Nickelodeon. “And the consumer 
response has been fantastic.” 


Supported with a strong marketing and promotional program, the Blue's Clues 
merchandise launch was also timed with the network’s primetime telecast of “Blue’s 
Birthday,” a birthday celebration for the lovable animated blue puppy and the show that 
is a cultural phenomenon. 


Nickelodeon, Blue ’s Clues and all related titles, characters and logos are trademarks of 
Viacom International Inc. 


# HH 


Contact: Leslie Zeller Sybil MacDonald “Sg 
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NICK JR.’S ANIMATED PUPPY IS TOP DOG IN PRESCHOOL RATINGS 


Blue’s Clues, Nickelodeon’s “think-along,” “play-along” series for preschoolers, 
premieres its second season October 6 at 9:30 a.m. (ET/PT) 


New York, NY, July 11, 1997 -- Nick Jr.’s preschool phenomenon, Blue’s Clues, has 
captured the attention and imagination of young Nickelodeon viewers, bounding its 
way to the top of commercial preschool programming and changing the way 
preschoolers watch television. The cutting-edge, interactive series begins its second 
season on October 6 in a special Blue ’s Clues marathon that will run from 9:30 a.m. to 
2:00 p.m. (ET/PT), with a new episode premiering at 9:30 a.m. and 12:30 p.m. 


Since its premiere in September 1996, which marked the highest age-targeted 
Nickelodeon premiere ever, Blue ’s Clues has dominated the preschool audience, 
consistently ranking as the number one show in commercial television for kids 2-5, 
according to Nielsen data. With an estimated audience of 4.1 million viewers per 
week, Blue ’s Clues attracts nearly half of the preschool audience watching cable during 
its time period. 


Blue’s Clues features a live-action host named Steve (played by actor Steven Burns) 
who lives in a storybook, animated environment. In each episode, Steve invites young 
viewers to help him solve the day’s puzzles, which are presented through non-verbal 
clues from his energetic, animated girl puppy, Blue. 


Innovative in its approach to learning, Blue ’s Clues is designed to develop thinking 
skills in preschoolers by encouraging young viewers to actively participate in answering 
questions, playing games and looking for clues. Kids demonstrate their enthusiasm for 
the show’s engaging, play-along activities by pointing, singing, laughing and yelling out 
the answers to Steve’s questions. 


Even the schedule is breakthrough, mirroring the way preschoolers watch television. 
The same episode repeats over a one-week period, allowing children the opportunity to 
build confidence as they review the skills they’ ve acquired in the previous day’s 
viewing and move to a new level of accomplishment within the same episode. 
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7 NICKELODEON UNVEILS ITS BREAKTHROUGH AND 
= MUCH-AWAITED BLUE’S CLUES LICENSING PLANS 


- New Partnerships With Master Toy Licensee Tyco Preschool And Other Top Partners 
Builds Momentum for Strategic Licensing Rollout Featuring Toys, Plush, Books, Video and Software 


~ New York, NY January 18, 1997 -- Nickelodeon announced today its much-anticipated licensing strategy for 
its preschool television phenomenon Blue’s Clues. Currently the highest-rated preschool program on 
commercial TV, Blue’s Clues is setting the stage for an outstanding, breakthrough licensing program that will 
give kids even more chances to play along and think along with their favorite girl puppy, Blue, and her friend, 
Steve. 


Nickelodeon granted Tyco Preschool, a division of Mattel and one of the leading manufacturers of preschool 
toys, the master mass-market toy license for Blue’s Clues. Tyco Preschool, together with a multi-team alliance 
of licensees, will create a variety of exceptional products inspired by Blue’s Clues. 


a The Blue’s Clues licensing program, most of which is debuting at the 1998 International Toy Fair in New 
York, will consist of premium products such as toys, plush, books, video and software that capture the multi- 
layered aspect of the show and its lovable characters, creating a ground-breaking preschool merchandising 

fe program. 


~ “Since the emergence of Blue’s Clues as a runaway hit with the preschool set, Nickelodeon has received 
countless letters, phone calls and e-mails from consumers requesting Blue’s Clues products,” says 

Ann Sarnoff, Executive Vice President, Consumer Products and Business Development, Nickelodeon. “We're 
a thrilled to unveil a dynamic merchandising program that will extend the Blue’s Clues experience.” 


~ “Nickelodeon is extremely proud to be forging new relationships with such significant industry leaders,” says 
Maureen Taxter, General Manager and Vice President Nickelodeon Licensing. “Together with the preschool 
expertise of our licensing partners, we’re developing a powerful mix of engaging and innovative products that 
a will deliver a meaningful experience to kids ages two to six.” 


~ Strengthening the Blue’s Clues specialty and mass-market rollout are the following companies: 


Eden: A leading gift manufacturer, Eden will create soft toys and play sets targeted to the specialty and 
= department stores. This exceptional product line will debut in June to coincide with an array of promotional 
activity surrounding Blue’s Clues in retail outlets across the country. The products will reflect the multi-layered 
visual feel of the program and many will be interactive and educational. 


-more- 
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Move Over, Big Bird: A New Blue Dog’s in Town 


By LAWRIE MIFFLIN 


For the latest generation of toddler 
television watchers, Big Bird and 
‘Barmey are no longer the biggest 
celebrities on the playground. They 
have a scrappy new rival in the shape 
‘of a bright blue computer-generated 
dog named Blue. 

“Blue’s Clues,’’ an educational 
show for preschoolers on Nickelode- 
on, has been consistently drawing 
more viewers each week than PBS’s 
“Sesame Street,’’ the original and for 
many years the only educational 
show for preschoolers, and in recent 
months it has also begun to outdraw 
“Barney and Friends,” the toddlers’ 
favorite. It is the first time a show 
outside the Public Broadcasting 
Service’s sheltered orbit has broken 
through and appealed to parents of 
preschoolers in such large numbers. 

Big Bird, Elmo and their “‘Sesame 
Street’ co-stars are still popular, as 
is that giant purple dinosaur. But 
both shows’ ratings have been declin- 
ing for the last year and a half, since 
the arrival of Blue, a perky puppy 
who, with Steve, her master, engages 
children in helping to play eames and 
solve puzzles. 

In part, this is because younger 
parents trust Nickelodeon, the cable 
network for children. Also children 
respond to the visual boldness and 
the responsive, gentle characters of 
‘‘Blue’s Clues.” 

In October, the last month for 
which comparative ratings are avail- 
able, ‘‘Blue’s Clues’’ attracted more 
2- to 5-year-old viewers weekly than 
did ‘‘Barney’”’ or ‘‘Sesame Street,” 
both on public television,. even 
though, as a cable network, Nickel- 
odeon reaches only about 70 percent 
of American homes. All told, about 4.7 
million children each week watched 
‘‘Blue’s Clues,’’ which is shown twice 


Pe oP 


Nickelodeon 
Blue of “‘Blue’s Clues” is becoming 
girls’ and boys’ best friend. 


daily, at 9:30 A.M. and 12:30 P.M., 
compared with 4.4 million for ‘‘Bar- 
ney,” 4 million for ‘‘Arthur’’ and 3.7 
million for ‘Sesame Street.’’ The 
PBS shows appear at different times 
of the day in different regions, some- 
times more than once a day, so direct 
ratings comparisons are complicat- 
ed. But it is clear that Blue is surging. 

“We're seeing a paradigm shift, 
where people realize that it’s not only 
on public television that you can find 
quality children’s programming,” 
said Alice Cahn, director for chil- 
dren’s programming at PBS. She just 
signed another four-year contract 
with Children’s Television Workshop, 
producers of ‘‘Sesame Street,” which 
is now in its 29th season. ‘‘I also think 
we have a generation of parents now 
who grew up with a comfortable feel- 
ing about television that our parents 
didn’t have, and frankly that I didn’t 
have raising mine,’ said Ms. Cahn, 
whose child is now 18. ‘‘They have a 
willingness to shop around on televi- 
sion and see what’s there.”’ 


She also admires ‘‘Blue’s Clues,”’ 
as does Peggy Charren, the chil- 
dren's programming activist, as long 
as it continues to be uninterrupted by 
commercials. (Nickelodeon carries 
commercials, but in its preschool 
block they appear only between 
shows.) 

“Little children deserve choices 
just like big children do,’’ Ms. Char- 
ren said. ‘‘For a long time, the pre- 
school audience had only two televi- 
sion programs, and it was almost like 
one word: ‘Sesame-Street-and-Mr. 
Rogers.’ It’s good to have more good 
shows available.”’ 

Both Ms. Charren and Ms. Cahn 
pointed out that ‘‘Sesame Street’’ 
paved the way for commercial com- 
petitors by proving that preschool 
shows could generate commercial 
profits with spinoff products like 
toys, books, videos and brand-name 
merchandise like Big Bird booster 
seats or Grover toothpaste. 

‘Now ‘Blue’s Clues’ is considered 
the hot new kid on the block,’’ said 
Martin Brochstein, executive editor 
of The Licensing Letter, a publication 
covering the licensing business. 
“Whether it can achieve ‘Sesame 
Street’ status aS a year-in-year-out 
evergreen remains to be seen.”’ 

PBS is bringing another hot pros- 
pect into the marketplace next 
month, a British import called ‘‘Tele- 
tubbies,”’ specifically designed for 1- 
and 2-year-olds who are just learning 
to speak. 

In a tribute to ‘‘Sesame Street,” 
‘“‘Blue’s Clues’’ has succeeded partly 
by using the 29-year-old show’s fun- 
damental methodology — extensive 
research with both preschool educa- 
tion experts and children themselves, 
blended into appealing characters 
and funny situations. Bold, brightly 
colored cutout characters and back- 
grounds made from scraps of cloth, 
paper, buttons and other familiar 


materials are scanned into <omput- 
ers and then animated. Steve, Blue’s 
master, is the lone human caaracter. 

‘This is really the first television 
show for the post-television genera- 
tion,’ said Herb Scannell, president 
of Nickelodeon. ‘‘It’s different from 
all of TV, not just all kids’ snows. And 
it’s interactive, which appeals to 
many younger parents.”’ 

He does not mean interactve in the 
manner of computer games, but in 
the sense that Blue’s games require 
the participation of her viewers. 
Steve pretends to hear the vewers as 
they call out the name of én object 
that is a clue left for Steve dy Blue, 
and help him find it. 

Also, the same episode is repeated 
each day all week (although the 12:30 
P.M. show is different from the 9:30 
A.M. one), so that all toddlers, what- 
ever their developmental !evel or 
learning pace, will feel they've mas- 
tered the game by week’s =:d. 

‘“‘T think ‘Sesame Street’ :s still the 
gold standard for preschoc: 7V,"" Mr. 
Scannell said. ‘‘But in my !0 vears 
here, ‘Blue’s Clues’ is cee of the 
shows I’m most proud of, 7 not the 
most proud of.”’ 

Ms. Cahn said ‘‘Sesame Street’’ 
had been adapting to changneg times, 
changing the set, adding new settings 
like a park and making chiidren into 
more important characters. 

‘Ratings are only one measure we 
use, because you want to Dut on a_ 
program children choose <5 watch,” 
she said. ‘‘But there are oiser meas- 
ures too: Are they going tc a library 
and taking out a book? If they have 
access to a computer, are they log- 
ging on and doing activities based on 
what they saw? Are they smging the 
songs, playing the games, writing 
their own stories? Where sublic tele- 
vision continues to be unique is those 
measures count as much 2s ratings.” 
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Reviewer's 
Help & Information Guides| 


D of Blue: Give magnets found on table in Bed Room) to Salt & Pepper in the kitchen so they 
can fr Paprika’ iS picture on the refrigerator to reveal paw print on the OUTLINE DRAWINGS. 

Book: Baby bear (in Book Room) need his picture taken w/ camera ( found in the sandbox). Baby Bear stands to 
reveal paw on the BOOK. 


LOCATION: The Present Store 
DESCRIPTION: Player picks a gift for Blue that will be presented at the Birthday Party . 
Match the objects that belong together (drum/drumsticks, paintbrush/paints). 
PERSONALIZATION: Players name appears on the gift tag. 

SKILL: Visual discrimination and matching 


ir ay Care 
LOCATION: Patio Table 
DESCRIPTION: With Mailbox’s guidance, player makes a birthday card for Blue. 
PERSONALIZATION: Player's card is presented to Blue at her Birthday Party. 
Steve mentions player's favorite color when selected. 

SKILL: Creative expression, color recognition 


Color and Introduce More 
pattern spatial complex and 
“LOCATION: The Present Store (with cash Register) attributes only. | relationships | multiple 
DESCRIPTION: Using Cash Registers hints regarding appearance and location, player finds Turquoise No spatial (next to, spatial 
Turtle who is hiding in one of the gift boxes. relationships. | above, relationships 
PERSONALIZATION: Present is given to Blue at her Birthday Party. below, (“next to ™ 
between). and above 


SKILL: Spatial relationships, i as thinking and deductive aetna 


Inventory 
Objects 


agnets 
OUTLINES DRAWINGS clue. 


Camera (found in the Sandbox — go through the gate) used to take a picture of Baby Bear in the Book Room in order 
to reveal the BOOK clue. 


Payoff 
Activity/screen 


Party Screen 


LOCATION: Coloring books on party table 
DESCRIPTION: Color and print out a Blue’s Clues coloring book. Select from 9 available pages 
PERSONALIZATION: If the player chose a present for Blue in the Pick a Present activity, the last page of 
the Coloring Book depicts Blue w the present the player selected. Steve will mention the player's favorite 
color if that color is selected. 

SKILL: Creative expression, color recognition 


@ Steve’s and the player's gifts to Blue appear on the party table if the player visited the Present Store skidoo 
to play the Pick a Present and/or the Find Turquoise activities. 
Any noisemakers found during game appear in the Party Bag. 


(“skidoo”) 
Location 
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Blue’s Birthday Adventure CD-ROM 


Learning Activities: Yellow Disc 


What does Blue want | Pick a Present for The Present Store. The picture of Matching, visual 
to give her guests? Bie er ene presents in the Living | discrimination 
Room. 
Blue’s Birthday The table on the Patio. | The card on the Patio | Creativity, self- 
Find Turquoise The Present Store The picture of Deductive reasoning, 


The picture of the Matching and visual 
farm in the toy room — | discrimination 
then go right 


Tickety’s Puzzles The Bedroom. The puzzle box in the | Spatial perception and 
bedside table drawer. | relationships, 
deductive reasoning 


Learning Activities: Red Disc 


What does Blue want 
to do at her party? 


Counting, sorting and 
classifying, color 
recognition, visual 
discrimination 


Mixed-Up Music The Bedroom. The instruments in Auditory 
the bedside table discrimination, sorting 
drawer and classifying 
What does Blue want | Party Toys The chest in Birthday | The card on the Patio | Logical problem- 
discrimination 
Garden relationships, visual 
discrimination 


Steve’s Garden (near 
the Sandbox). 


Flower Picking The flower garden. 


Blue’s Birthday Adventure CD-ROM 


Clues: Yellow Disc 


to give her guests? 
Book Under Baby Bear in the Book 
to eat at her party? 
SRS be beset Bb ~ ae 
to the chick at the Garden. 
deliver it the Felt Friends in the 
Snack Room. 


Clues: Red Disc 


Back Yard 


Bedroom Closet 


Storybook Land 


What does Blue 
want to do at her 


Clue is out in the open. 


Find the clothes hanger and 
give it to Blue so she can hang 
up her coat in the Closet. 
Find the missing balloon and 
bring it to Baby Bear in 

Storybook Land 


Click on the **X”’ in the 
Sandbox. 


What does Blue 
want to play at her 


Sandbox (go through the 
gate). 


Bathroom 


Birthday Land 


Find the juice pop stick and 
give it to Slippery in the 
Bathroom. 


Find correct key to open the 
chest in Birthday Land. 
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Blue’s Birthday Adventure’ 
Help & Information Guide 


For more information please contact: 


Mike Salvadore, Sr. Communications Manager 
mikes@humongous.com, (425) 951-2175 


Chris Jamieson, Communications Coordinator 
chrisj@humongous.com, (425) 951-2175 


The Handy Dandy Notebook 


When you see a blue paw prin you have found a clue! Click on it and Steve will 


ask you where you see the clue. Click on it again and after looking at it he'll pull out the 
Handy Dandy Notebook. When you find a clue you must enter it into the Handy Dandy 
Notebook. 


hen the game is set to the beginning level you will see the 
clue item on the left side of the screen and three objects on the right. Click on the object 
that matches the clue item on the left, move the cursor to the notebook page and clock 
again to place the object on the page. Steve will help you “draw” the clue on the 
notebook page. 


hen the game is set to the intermediate level you will see the 
clue item on the left side of the screen and three pieces of the object on the right. Click 
on the pieces on the right and place them on the notebook page to make the shape that 
matches the clues item on the left. It’s like putting a puzzle together. Once you've done 
that Steve will help you “draw” the clue on the notebook page. 


hen the game is set to the advanced level you will see the 
clue item on the left side of the screen and several pieces on the right side. Click on the 
pieces you need to make the shape of the clue and place them on the notebook page. 

_ Once you've got the clue outlines Steve will help you “draw” it on the notebook page. 


The Handy Dandy Notebook is always available in the Inventory Bar. Just click on it to 
see your clues. When you have more than one clue, click on the lower left corner of the 
notebook page to scroll through them. 


Once you've found all three clues Steve will go to the Thinking Chair and you can help 
him solve Blue’s Clues! 


Introducing...Blue and her friends! 


These are the characters you'll meet as you help Steve figure out Blue’s Clues and plan 
her birthday party! 


Blue: A lovable little puppy. It’s her birthday and Steve needs 
your help to plan her party! 


Baby Bear: A friend of Blue’s who loves books and balloons! 


Cash Register: There are lots of things to do and see in the present 
store and Cash Register needs your help to find someone who’s missing! 


Felt Friends: Felicia and her brother Fred need help finding 
circles so they can finish making balloons for Blue’s party. 


Magenta: Another friend of Blue’s! She loves to visit Blue and play. 


Pathways 


There are two discs for Blue’s Birthday Adventure and each disc has two “pathways.” 
Each pathway includes three clues, which you enter in the Handy Dandy Notebook, and 
two or three activities as well as numerous clickable surprises, hidden noisemakers and 
more! 


Important Note: The discs can be played in any order and it is never necessary to 
switch discs in the middle of a pathway. 


You must sign in each time you play. After signing in, you'll see the Pathway Selection 
Screen with two icons. Each icon depicts the part of the story that particular pathway is 
about. Click one of the icons and Steve will greet you just as he does on television. 

Blue will stamp her paw print on the screen to tell you and Steve that she wants to play 
Blue's Clues. After you help Steve wipe off the paw print you can begin to look for clues! 


some clues will be easy to find while others may require that you assist a character 
before you can uncover them. For instance, in one of the pathways the question to 
solve is What Does Blue Want to Giver Her Party Guests? In the game you'll find some 
magnets that can be used to hold Paprika’s pictures on the refrigerator in the kitchen. 
Once the pictures are up you'll discover they are a clue to the answer! 


You can exit a pathway at any time by clicking on the Traffic Light in the Inventory Bar, 
by pressing the Alt+F4 keys on the keyboard or by pressing the spacebar and clicking on 
Quit. When you click the Traffic Light you will return to the Pathway Selection Screen. 
You can choose another pathway or exit the game completely by clicking on Quit. 


Important Note: When you exit the game using the Traffic Light your game play 
information is saved automatically with your name. If you exit the game by pressing the 
spacebar and clicking on Quit or by using the AlttF4 keys, your game play information 
will not be saved. 


When you return to the Pathway Selection Screen and click on a pathway you've already 
played you will be prompted to choose Continue or Start Over. If you choose to Start 
Over, all of your previous game play information for that pathway will be erased. 


Present Store to exchange the gift you’ve chosen. Just skidoo to the Present Store, 
click on the shelves, click to open the box and return the gift to the shelves before 
picking another. 


lf you need help matching the items you can listen to the sound each piece makes as 
you click on it. For instance, when you click on the boots you'll hear a cold wind blowing. 
When you click on the scarf you'll hear the same sound. If you pick the wrong item it 
wont go in the box and you can try again. To exit this activity, click on the arrow in the 
upper left corner. 
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Find Turquoise: In the gift-wrap 
section of the Present Store, there are nine gift boxes sitting on the shelves. Each gift 
box has different combinations of wrapping — bow size and color, and box pattern. 
Steve's present for Blue is hiding in one of the boxes. Cash Register will give you some 


clues about which box to look in. For example, “Look for a striped box with a big yellow 
bow.’ 


You'll see icons on the counter near Cash Register that 


depicts the clues he gave you. Click on these if you need help and Cash Register will 
repeat the clues. 


When you click on the correct gift box Turquoise Turtle pops out. If you don’t select the 
correct box after two tries Cash Register will repeat the clues and then Turquoise will 
appear. You can play over and over and the clues will become more complex as you 
go. For example, instead of describing the box Turquoise is in, Cash Register will tell 
you that the box she’s in is next to a box with a big yellow bow and below a box with 
dots. 


To exit this activity, click the arrow in the upper left corner. When you leave, Steve's gift 
will be in the Party Bag. 


Activites 

some activities are easy to find — you'll see them in plain sight. But you may need to do 
some exploring to find others. There are Blue Skidoos in each pathway so keep your 
eyes open. When you complete each pathway there’s a bonus activity too. 


Find My Friend: Head on over to the corral to see the 
animals — a pig, a cow and some baby chicks too! The chicks are all atwitter about 
Blue's birthday party. But they have a problem, they’ve lost the party hat partners. Click 
on the chick wearing the hat that matches and the chicks will rejoice when you’re right 
and give you another chance if you’re wrong. If you still can’t find the right hat, the 
chicks will show you and then give you another set of hats to choose from. 


As you progress the activity will become more difficult. For example, the hats will have 
minor variations that will be hard to detect without close observation. 


To exit this activity, click the arrow in the upper left corner. 


“ Wi ounvse ad TICKety’s Puzzles: Tickety loves puzzles! Click ona 
puzzle piece and then click on a space on the board to place it. You'll notice the puzzle 
pieces match the outlines on the board. If you click in the wrong space the piece will not 
release from the cursor. When you click in the right spot the piece will slip into place. 


lf you want to pick up a different piece, just click anywhere outside the puzzle grid and 
the piece on the cursor will “unstick.” 


The merry-go-round will turn a piece in the direction indicated by the arrow 
when you click on it. Click on a puzzle piece, then click on the merry-go-round and the 
puzzle piece will rotate. Continue clicking until the piece is right side up. When you've 
finished a puzzle Tickety will ask you if you want to redo the same puzzle and another 
arrow will appear at the bottom right of the puzzle. Click on that arrow to.scramble the 
pieces again. 


Flower Picking: Shovel and Pail want 
to pick a bouquet of flowers for Blue. They’ll tell you which flowers to pick and how 
many. Click on the flowers that Shovel and Pail requested. If you choose incorrectly 
they'll tell you and you can try again. When you've picked all the flowers Shovel and Pail 
asked for they'll take the bouquet to Blue. To exit this activity, click the arrow in the 
upper left corner. 


What Does Blue Want to Play at Her Party? 


Find and decipher another three clues to find out what Blue 


wants to play. Help Mr. Salt and Mrs. Pepper bake a cake for Blue and she'll be the 
happiest birthday puppy ever. 


Activities 
Some activities are easy to find — you'll see them in plain sight. But you may need to do 


some exploring to find others. There are Blue Skidoos in each pathway so keep your 
eyes open. When you complete each pathway, there’s a bonus activity. 


Installing the Game 


Starting the Game 

To start, insert either game CD into the drive. When the AutoPlay window pops up, click 
the Play button to play the game, or the Quit button the quit without doing anything. To 
start the game again, double click on the My Computer window and double click on the 
game icon. The AutoPlay window will appear again. 


If AutoPlay has been disabled, you can run the game by double clicking My Computer, 
then double clicking the game icon, and finally double clicking AutoBirthday- 
Yellow.exe or AutoBirthday-Red.exe. Or, create a shortcut to either file for a 
permanent solution. : 


Installation 


c:\hegames\ 


When you click Play on the AutoPlay window for Blue’s Birthday Adventure, you will see 
this install dialog box. We must install support files in order for the demo to run and this 
requires space on your hard drive. 


The install screen indicates how much free space is available to you on your hard drive. 
If you have enough space and want to accept the default destination directory, click the 
OK button — the files will be installed and the game will begin. 


If the program doesn't detect enough space on the destination drive, you will see a 
warning message. You have the option of attempting the installation anyway, but the 
game wont run if all of the required files are not on the hard drive. You can exit the 
installation, try to free up some space (for example, try emptying your Recycle Bin 
and/or deleting any temporary files from your TEMP directory) and run the installation 
again. 


Blue’s ABC Time Activities — 
Help & Information Guide 
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For more information please contact: 


Mike Salvadore, Sr. Communications Manager 
mikes @humongous.com, (425) 951-2149 


Chris Jamieson, Communications Coordinator 
chrisj@humongous.com, (425) 951-2175 


Introducing... Blue and her friends! 


These are the characters you'll meet as you play Blue’s ABC Time Activities. 


Blue: An inquisitive little blue puppy. She’s full of energy and has lots of activities to share with you. 
Spelling, rhyming and phonics too! 


Baby Bear: A friend of Blue’s who loves to eat! Baby Bear joins Blue and her other friends for a snack. 


Felt Friends: Felicia is always ready to play with shapes and letters! Visit her on the felt board on the Living 
Room wall. 


Lion Prince: The Lion Prince has lots of interesting animals to show you. Go on a jungle safari with him in 
the picture in the living room! | 


Magenta: Another friend of Blue’s! She loves to visit Blue and play. 


Alphabet Maze 


Alphabet Maze — Shovel and Pail have created an alphabet maze in the backyard sandbox! 
Follow the alphabet to reach them and you'll collect words as you do. 


Click each letter in the alphabet, in the correct order, to make a path for Blue. Use the alphabet at 
the bottom of the screen as a guide. As you click the letters in the maze, the letters at the bottom 
of the screen will highlight to show you which letter is next. The letters in the maze will also 
change color and the last letter clicked will flash. 


Shovel and Pail will help by explaining what to do and calling out the letters as you click them. 
Then, when you've completed a maze, they'll recite the alphabet while Blue travels through the 
maze to find them! 


As you master this activity it will automatically adjust to increase the challenge. For example, the 
beginning mazes are filled with the letters of the alphabet. After the very first level there are 
wrong turns in the maze. If you choose the wrong path you must click each wrong letter to back 
up to the last correct letter and head in a different direction. As you progress the number of wrong 
turns will increase. 


At higher levels you'll see letters that make words and will need to choose words that create a 
sentence to lead Blue to Shovel and Pail! Use the sentence at the bottom of the screenasa 
guide. There will be wrong turns here too. When you've completed the sentence Shovel and Pail 
will read the sentence out loud. 


The level adjustments are made based on the length of time it takes to navigate the maze and the 
number of successful attempts. If you move slowly or make some wrong clicks you may be 
dropped a level, but can always work your way back up. 


Each time you complete a maze you'll collect one letter toward a word for Blue’s Word Book. You 
can see the letters you've collected in the upper right corner of the screen. Click on the book icon 
to go to the Word Book. 


Click on Shovel and Pail to start another maze or click the arrow in me upper left corner to exit the 
activity and return to the Living Room. 


Felt Friend's Word Puzzles 


Felt Friend's Word Puzzles — Felicia is waiting for you to play with shapes and words! When 
you enter the Felt Friend’s Word Puzzles activity the puzzle pieces and letters are scattered 
around the screen. Click on each piece and put it into place on the outline until you’ve put the 
puzzle back together. Put the letters in place to spell the word that matches the puzzle too. 


When you’ve completed the puzzle and word the puzzle will animate. You can click on the puzzle 
to see the animation again or click on the picture of the puzzle on the chalkboard to scatter the 
pieces and redo the same puzzle. Click the arrows on either side of the chalkboard at the bottom 
of the screen to choose another puzzle. 


As you master putting the puzzles together the difficulty will increase. At the easiest level there 
are only a few pieces needed to complete the puzzle. As the difficulty increases you'll have more 
pieces to place. At the hardest level there will be more pieces than you need. If you have trouble 
with the harder settings the game will automatically adjust the setting to an easier level. 


Each time you complete a puzzle and its corresponding word you'll collect one letter toward a 
word for Blue’s Word Book. You can see the letters you've collected in the upper an corner of 
the screen. Click on the book icon to go to the Word Book. 


Click the arrow on the frame in the upper left corner to exit the activity and return to the Living 
Room. 


Safari Snapshots 


Safari Snapshots — The Lion Prince is ready to take you and Blue on a jungle safari! He wants 
to take pictures of all the animals in the alphabet. Blue has a camera but needs your help finding 
the animals. Look for an animal whose name starts with the letter on the Alphabet Animal Album 
in the lower right corner. For instance, “A’ is for Alligator. 


Blue holds the camera with her ears and turns her head as you move the cursor. When you see 
the animal you’re looking for click on it and Blue will snap a picture. The picture will appear on a 
page in the album along with a fun fact about that animal. To look for another animal click on a 
letter in the onscreen alphabet or click the arrow in the upper left corner of the album and a letter 
will be chosen for you automatically. Look at the album in the lower right corner of the jungle 
screen to see which letter was chosen. 


Blue only has enough film for three pictures. If you choose the wrong animal the first and second 
times the Lion Prince will remind you which animal you’re looking for. You'll lose a frame of film 
from the camera icon with each incorrect choice. If you click the wrong animal a third time the 
number of animals onscreen will decrease by one. You'll have three more opportunities to find 
the correct animal and if you still can’t the number of animals onscreen will decrease by one ~ 
again. This will continue until the only animal left onscreen is the correct animal. Each time Blue 
uses up the film the Lion Prince will give her more. 


The animals appear from three different levels, the top of the screen, the bottom of the screen and 
the middle of the screen. At the easier levels your travel speed is slower and the animals will stay 
onscreen a little longer than in the more difficult levels. You can move your cursor over the 
animals to hear and see their names too. As you master the activity you will move faster, the 
animals will disappear more quickly and you won't hear or see the names. 


Each time you find the correct animal you'll collect one letter toward a word for Blue’s Word Book. 
You can see the letters you've collected in the upper right corner of the screen. Click on the book 
icon to go to the Word Book. Click the arrow on the frame in the upper left corner to exit the 
activity and return to the Living Room. 


Biue's Word Book 


Blue’s Word Book — Blue is creating stories to share with Steve, but she needs your help 
collecting words. Play the other six activities in Blue’s ABC Time Activities and as you 
successfully complete each activity you'll collect one letter toward a complete word. When you 
have collected whole words you can create silly stories in Blue’s Word Book. When you finish a 
story a picture of it will appear at the bottom of the page! 


The words you collect and the pages in the Word Book are color coded. You must match the 
words to the page color -a blue word goes on a blue page- but you can place the words in any 
order on the left side of that page to make a silly story! 


The words are stacked on top of one another in the upper right corner of the screen with the last 
word you collected on top and are separated into color groups. For example, if the last word you 
collected is blue the words at the top of the stack will all be blue. To scroll through the pages of 
the Word Book, click the yellow arrows at the bottom of the screen until you see a page that is the 
same color as the word you want to place. 


Click on the word you want to place and it will “stick” to your cursor. Move your cursor to the 
blank in the story where you want to put the word and click again. The word will pop into place. 
Or you can place all the words in the blank spaces on the right side of the appropriate page and 
then place them in the story. This allows you to see all the words you have for that color page. 
You can collect ten words for each page. 


As you complete each story Blue will draw a picture of it at the bottom of the page. You can 
change your stories as often as you like. Click on a new word and drop it right on top of the word 
you already placed. The new word will replace the original and you'll have a new story and a new 
picture! 


Click the printer icon to print the stories and share them with your friends and family! You can 
print them before placing any words, so you can fill in the blanks with words you pick and draw 
your own picture to match, or fill in the blanks with the words you've collected and then print the 
story and picture. 


Click the arrow in the upper corner to exit the Word Book. If you came to the Word Book from an 
activity you will return to that activity. Otherwise, you'll return to the Living Room. 


Making Changes to the Game 
The Options Screen 


Game-specific settings may be customized through the options dialog box, which is accessible at 
any time by pressing the Spacebar, then clicking the Options button. 


Learn more about the options screen by clicking anywhere the 


appears. 


The Controls 
Using the Mouse 


Point and click to play the activities with Blue and her friends! As you move the mouse around the 
screen, the pointer changes to reflect the type of action it will perform when clicked. 


A clear arrow acts as the standard pointer in the game. When you see the empty outline, it 
means the mouse is not pointing at an object or character that can be activated. 


Pay attention when you see the pointer turn solid. It means that the object or character you are 
pointing at can be picked up, manipulated, or activated. | 


A large arrow indicates the entrance to or exit from an activity. | 


Click these arrows to scroll through the list of player names. The arrows will only appear if you 
have more than four names in the list. 


Click here to enter the game! 


NOTE: Next time you play click on your name in the Player name list and then click the Play 
button to enter the Living Room. You can type in a new name but you won't have all the saved 
game information associated with the other name. 


Clicking on the Eraser will delete the currently selected player name. If you delete a name from 
the list all the saved information for that player name will be erased too. 


When you try to delete a name the Yes/No heads will appear. Click Yes to confirm the action and 
No to cancel. 


Keyboard Commands 


<Spacebar> Pauses the game and opens the pause dialog box. To continue, just click 
the Play button. 


<Alt><F4> Quits the game without any prompts. You can also stop playing by 
pressing the Spacebar, then clicking the Quit button. 


<Esc> Fast-forward through the current cutscene. 


<F1> Displays on-line documentation. 
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<Shift><F5> Toggles the game between running full-screen or in a window. ais 
<Shift><F7> Increases the size of the game display if your screen resolution is ll 


1280x1024 or higher. If the game display has already been expanded, 
<Shift><F7> will toggle the display size back to normal. 


NOTE: This may cause slow video performance. 


<Shift><F8> Increases the size of the game display if your screen resolution is 800x600 
or 1024x768. If the game display has already been a <Shift><F8> 
will toggle the display size back to normal. 


NOTE: This may move the position of your desktop icons. 


Contacting Humongous Entertainment | ea 


For press inquiries 


Mike Salvadore, Sr. Communications Manager os 
mikes @ humongous.com, (425) 951-2149 


Chris Jamieson, Communications Coordinator 
chrisj@ humongous.com, (425) 951-2175 | 


On-line Web Site | ee 


http://www.humongous.com : | = 
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NOTE: It may be difficult for young children to use a standard size mouse. We suggest using a 
child-sized mouse or some other device, like an EasyBall TM. 


Blue Skidoo! In Blue’s ABC Time Activities Skidoo means jump to a remote location! Blue 
skidoos right into the jungle or the felt board when you click on them. It’s another way to get 
around in Blue’s world. 


Sign in Screen 


Before you start playing you must sign in. As a new player, type in your name using your 
computer keyboard or click the letters on the Spelling Board on the screen. After you have 
entered your name click the Play button under the eraser to go back to Steve’s Living Room. 


You can click on the letters in the Spelling Board to enter your name, or type in your name using 
the computer keyboard. Click on the line next to the Z to make a hyphen and use the spacebar 
on the keyboard to make a space. 


This arrow acts as a backspace and will delete one letter to the left each time you click on it. You 
can also use the backspace key on the keyboard. 


The chalk lets you spell your name in a single color or multiple colors. Click on a piece of chalk 
and all the letters in the Spelling Board will change to that color. Now click or type a letter and it 
will appear in the name field in that color. 


Installing the Game 


Windows 95/98 


To start, insert the CD into the drive. When the Autoplay window pops up, click the Play button to 
play the game, the Demos button to see the Humongous Interactive Catalog, or the Quit button 


to quit without doing anything. To run the game again, double click on the My Computer window | 


and double-click on the game icon. The Autoplay window will appear again. 


lf Autoplay has been disabled, you can run the game by double-clicking My Computer, then 
double-clicking the game icon, and finally double-clicking AUTOABC.EXE. Or, create a shortcut 
to AUTOABC.EXE for a more permanent solution. 


When you click the Play button you will see this installation dialog box. We must install support 
files in order for the game to run and this requires 1.3 MB of space on your hard drive. 


The install screen indicates how much free space is available on your hard drive. If you have 
enough space and want to accept the default destination directory click the OK button -the files 
will be installed and the demo will begin. 


lf the program doesn't detect enough space on the destination drive, you will see a warning 
message. You have the option of attempting the installation anyway, but the game won't run if all 
of the required files are not on the hard drive. You can exit the installation, try to free up some 
space (for example by emptying your Recycle bin and/or deleting any temporary files from your 
TEMP directory) and run the installation again. | 


Snacktime 


Snacktime — Mr. Salt and Mrs. Pepper have been shopping but their list is torn and they need 
help matching the snacks to the letters on their list. They'll tell you what letter and sound they’re 
looking for and you pick a snack food that starts with the same letter and sound. 


Click on the food you think matches and it will “stick’ to your cursor. Move it to one of the plates 
and click again to place it. 


lf you choose the wrong snack Mr. Salt and Mrs. Pepper will say its name and then repeat the 
letter and sound they are looking for. If the food you picked doesn’t match they'll tell you and you 
can try again. Fill both plates so two of Blue’s friends can enjoy a snack! 


There may be snacks that are new to you -like scones and kumquats- and snacks that look very 
similar, like tomato and tangerine! If you don’t recognize a food you can move your cursor over it 
and Mr. Salt or Mrs. Pepper will say the name for you. 


Each time you find the correct snack, for both plates, you'll collect one letter toward a word for 
Blue’s Word Book. You can see the letters you've collected in the upper right corner of the 
screen. Click on the book icon to go to the Word Book. 


Click the arrow in the upper left corner to exit the activity and return to the Living Room. 


Mailtime 


Mailtime — Mailbox has a message to deliver but there’s a problem. Some of the words are 
missing letters! He needs your help to fix them. | 


The missing letters will appear as light gray outlines. Find the letter at the bottom of the screen 
that you think fixes the problem. Click on it and it will “stick’ to your cursor. Now place the cursor 
where you want to place the letter and click again. If you choose the wrong letter Mailbox will tell 
you and you can 

try again until you find the correct letter. Listen for hints from Mailbox. 


As you progress the difficulty levels will adjust. For instance, on one level you'll be fixing missing 
lower case letters. On another level the missing letters will be upper case. Eventually, more than 
one letter may be missing and instead of an outline of the letter you'll see a question mark. For 
more challenge sometimes the letters you choose from at the bottom of the screen may be upside 
down or backward! 


There are three pages to each message. Each time you repair all three you'll collect one letter 
toward a word for Blue’s Word Book. You can see the letters you've collected in the upper right 
corner of the screen. Click on the book icon to go to the Word Book. 


Once you've fixed all the missing letters Mailbox will read the letter to you. Click on Mailbox to 
repair another message or click the arrow in the upper left corner to exit the activity and return to 
the Living Room. 


Bathtime Rhymes 


Bathtime Rhymes: Slippery Soap needs your help to make some rhymes! In this activity, Blue 
stirs up the suds in the tub and four bubbles with pictures in them rise above her. Slippery will tell 
you the name of each picture. Click on one of the bubbles and Slippery will start a rhyme. Then 
Blue will splash four more bubbles out of her tub so you can find a word to finish the rhyme! 


If you don’t choose a word that rhymes with the first word you selected Slippery will give you 
another try. If you still can’t find the word that rhymes Blue will show it to you and you can start 
another rhyme. 


To hear a word again move your cursor over a bubble and Slippery will say the name of the 
picture. 


Each time you successfully complete a rhyme you collect one letter toward a word for Blue's Word 
Book. You can see the letters you've collected in the upper right corner of the screen. Click on 
the book icon to travel to the Word Book. 


Click Slippery to start another rhyme or click the arrow in the upper left corner to exit the activity 
and return to the Living Room. 


Mailbox: Mailbox has a letter to deliver but he has a problem. Can you help him find the missing — 
letters? Look for Mailbox in the window. 


Salt and Pepper: Blue helps Mr. Salt and Mrs. Pepper with their shopping list auning Snacktime 
and they help watch over Blue and Slippery during Bathtime Rhymes! 


Shovel and Pail: This inseparable pair love to frolic in the sandbox! They've got an a-maze-ing _- 
activity for you and Blue! 


Slippery Soap: Slippery has loads of bubbles for Blue to play in while making silly rhymes. 


Tickety Tock: Tickety will show you Blue’s Word Book if you click on her! = 


How to Play Blue's ABC Time Activities 


Blue needs your help! She’s creating stories for her Word Book but needs to collect some words 
to finish the sentences. Tickety says she’ll help. Will you? 


There are seven activities in Blue’s ABC Time Activities, including the Word Book where you can 
create silly stories with the words you collect while playing the other six! The characters and 
items you see in the Living Room represent the activities. Click on them to start an activity. For 
instance, click on Salt and Pepper to begin the Snacktime activity in the kitchen. 


The activities include Alphabet Maze, Bathtime Rhymes, Felt Friend’s Word Puzzles, Mailtime, 
Safari Snapshots and Snacktime. They are all designed to help build early vocabulary and pre- 
reading skills. Each time you successfully complete an activity you earn one letter toward a word 
for Blue's Word Book, but you don’t have to continue the same activity to complete a word. You 
can switch between activities and your letters will go with you! 


Blue’s Word Book 

When you have collected a whole word you can use it in Blue’s Word Book! The letters in the 
words you collect are color-coded to match the pages in Blue’s Word Book. For instance, you 
must match a blue word to a blue page. Click on the Word Book, Blue or Tickety in the Living 
Room, or on the Book icon in the upper corner of any activity screen, to go to the Word Book. 


You can also collect several words before going to the Word Book. The words will remain 
“stacked” in the upper right corner of the screen until you place them in the Word Book. 


You can print the Word Book for more fun! Print it out before placing any words, and then write in 


your own to create stories you can share with your friends, or print it out after you’ve placed words 


So you can save the stories you helped Blue create. 


Difficulty Levels 

There are different difficulty levels for five of the activities and they automatically adjust to 
continually challenge. Each activity’s difficulty levels function independently of the others. For 
example, if you master one activity quickly the level will adjust to increase the challenge. 


So, if you’re really good at identifying animals the difficulty level in Safari Snapshots will adjust to 


keep challenging you, but if you need some work with letters and sounds the difficulty level on 
Snacktime will remain at the easier level. — 


Bathtime Rhymes with Slippery Soap is the only activity that does not have any difficulty levels. 


You can sign in as a different player (just enter a new name at the Sign in screen) anytime you 
want to start over at the easy level. 


The Controls 

Moving Around 

To guide Blue and Steve through this adventure move your cursor across the screen. 
As you move the cursor arounf, the pointer changes to reflect the type of action it will 
perform when clicked. For instance, when the cursor is over an exit it will change into a 
large white arrow, and clicking will cause Steve and Blue to head for the area you 
indicated. 


Signing In 

The Sign In screen — Before you start playing you must sign in. As a new player, type in 
your name using the keyboard or the Spelling Board on the screen. After you have 
entered your name, click the book with the paw print in the lower right corner or press 
the Enter key on the keyboard again. 


The Inventory Bar 


The Inventory Bar appears as a series of large icons in a bar at the bottom of the screen. 


Clickable Surprises 

Don't forget to look for clickable surprises! These are hidden animations in each area of 
Steve's house. Click on objects and characters and watch as Blue’s world comes to life. 
Most clickable surprises will continue to respond with each successsive click and 
produce several different responses so be sure to click on an item more than once. 


S 


In Blue’s Birthday Adventure “Blue Skidoo” means to jump to a 
remote location. Blue and Steve skidoo right into the farm in this picture when you click 
on it. Steve will even sing a little song about it. It’s another way to get around in Blue’s 
world. There's one skidoo in each pathway so be onservant. 


SS There are six noisemakers throughout each pathway. These are 
surprises that will help make Blue’s birthday party special. Be sure to click on them 
when you see them. Sometimes they’re not obvious so keep your eyes open. 


Humongous Entertainment Contact Information 
For press inquiries: 


Mike Salvadore, Sr. Communications Manager 
mikes@humongous.com (425) 951-2149 


Chris Jamieson, Communications Coordinator 
chrisj@humongous.com (425) 951-2175 


Making a Cake For Blue 


Mixing the Cake: Mr. Salt and Mrs. Pepper have 


gathered all the ingredients for the cake batter. Follow the recipe, add the ingredients to 


the bowl and help them mix it all together. 


Baking the Cake: The cake batter is ready but Mr. Salt 
and Mrs. Pepper need help pouring it into the correct pans. They're trying to make a 
cake the shape of Blue’s paw. 


: Assembling the Cake: The cake is baked! Now Mr. 
Salt and Mrs. Pepper need help putting it together into the shape of a paw print. You 
must put the cakes in the right places to make the shape of Blue’s paw. 


cing the Cake: The cake is nearly ready! Mr. Salt and 
Mrs. Pepper need help with the icing to complete the cake and then it will be party time! 


Red Disc 


What Does Blue Want to Do at Her Party? 


FOnce you've found the three clues in this pathway you'll know 
for sure what Blue wants to do. And Mr. Salt and Mrs. Pepper could use your help 
baking a cake for Blue. 


Activities 

some activities are easy to find — you'll see them in plain sight. But you may need to do 
some exploring to find others. There are Blue Skidoos in each pathway so keep your 
eyes open. When you complete each pathway, there’s a bonus activity too. 


Mixed up Music: Tickety’s instruments 
are all mixed up. You'll find her in the bedroom. Help match the sounds to the correct 
instrument. Tickety will identify the instruments as they appear and then you'll hear four 
different sounds as four musical notes appear onscreen. 


Click on a musical note and then click on the instrument you think makes that sound. 
Tickety will tell you if you’re wrong. Anythime you want to hear a sound click on a note. 
Once you've matched all the sounds to the correct instruments four more instruments 
and sounds will appear. To exit this activity click on the yellow arrow in the left corner. 


mi Ay 


ssa 


ratltls _—d£, > | » “a Viake Blue a Birthday Card: You can 
use ie an EL DIES © on thie ate table auiside Steve’s house to make a birthday card for 
Blue. Click on them to begin. Use the stickers as well as the painting tools to create a 
unique birthday wish. 


Click on a paintbrush and then click the color you want to use. Now draw, paint or write 
your birthday wish. 


Click the red arrows to scroll through the stickers. Click on a sticker and it will “stick” to 
your cursor. Move your cursor where you want it and clock again to place the sticker. 


There are two erasers. The one in the square will erase the entire card and then one the 


circle will act as an undo button, erasing your last action. It will remove up to 10 
previous actions. To remove a series of actions click it repeatedly. 


You can make as many cards as you like and you can print out your creations. Mailbox 
stores the last image you created as your card for Blue. 


Important Note: The paper orientation for this activity is Landscape. You will need to 
make sure your printer is at this setting for the card to print properly. To exit this activity, 
click the arrow in the upper left corner. When you leave, Mailbox will take your card so 
he can deliver it to Blue at the party. 


Making a Cake For Blue 
In each of the pathways you'll be able to help make a cake for Blue. 


Find three more clues and you'll discover what Blue want to eat 
at her party. Mr. Salt and Mrs. pepper need help on the cake too! 


Yellow Disc 


The two pathways on the Yellow disc are “What Does Blue Want to Give Her Party 
Guests?” and “What Does Blue Want to Eat at Her Party?” Once you've completed a 
pathway by finding all three clues and answering the question, you'll attend Blue's 
birthday party! 


There are two or three activities in each pathway and although you can play them just for 


fun you may need to play them to help find clues. 


What Does Blue Want to Giver Her Party Guests? 


Oo answer this question you need to find the three clues. This 
will require solving puzzles and completing activities. This pathway has something really 
special you wont want to miss — presents for Blue! You can help Mr. Salt and Mrs. 
Pepper make the birthday cake too! 


Activities 

Some activities are easy to find — you'll see them in plain sight. But you may need to do 
some exploring to find others. There are Blue Skiddos in each pathway so keep your 
eyes open. When you complete each pathway there’s a bonus activity too! 


Pick a Present for Blue: The Present 
Store has lots of different gift ideas! Pick a gift for Blue by matching two of the items. 
Click on an item and it “stick” to your cursor. Click on the box in the corner and the item 
will pop into the box. Repeat this action with the matching item. When you're done, 
click the box top to close it. If you look closely you'll see your name on the gift tag! 


When you leave this activity the present appears in the Party Bag. This is your present 
to Blue. You can change your mind as often as you like and can even go back to the 


ner 


Atay, 


‘Mailbox: Mailbox is all set to deliver the card you make for Blue! 


“=” Paprika: This little spice is Mr. Salt and Mrs. Pepper’s artistically talented 
daughter. : 


r. Salt and Mrs. Pepper: This French duo needs your help to bake a 
cake that looks just like one of Blue’s paw prints! 


Shovel and Pail: These playful friends want to give Blue a bouquet of 
flowers with your help! 


Slippery Soap: He has loads of bubbles to play in! Guess what he’s 
giving Blue for her birthday? 


Steve: Steve is Blue’ S friend. He loves Blue and wants to help 
make her birthday party great! 


ickety Tock: Tickety has a puzzling activity to share with you! 


The Thinking Chair 


When the last clue is recorded Steve will go to his Thinking 
Chair. He’ll go through each clue and wonder aloud what the answer might be. Steve 
will think of three possible solutions and will ask you what you think! Click on the 
solution you think is correct and Steve will tell you whether you're right. 


: When you choose the right answer you'll go to the party 
where all of Blue’s friends are assembled to celebrate her birthday! And there are more 
surprises there! 


The Party 


ach pathway ends with Blue and her friends gathered 
around a picnic table outdoors. The clue solution always leads to a bonus activity that 
only appears in the game when you’ve completed the pathway. For example, in one of 
the pathways Steve must figure out what Blue wants to do at her party. She wants to 
put on a puppet show! In the party scene a puppet stage appears in the background. 
When you click on the stage little puppets act out stories you set up. 


The objects collected during game play appear on the table in the Party Bag. The 
noisemakers are clickable surprises. Other objects gathered through the activity play 
also appear here — like both Steve’s and your gift to Blue. When you click on these 
you'll get to see Blue opening her presents. Your card is delivered by Mailbox too. 
Steve will sing the Birthday Song and everyone can join in! 


How to play Blue’s Birthday Adventure 


Blue is an inquisitive puppy who loves with her friend Steve. In Blue’s Birthday 
Adventure she’s helping Steve plan her birthday party by leaving him clues — which 
Steve deciphers with your help. 


There are two discs for Blue’s Birthday Adventure and each disc has two “pathways.” 
Each pathway includes one full Blue’s Clues game with three clues, an interactive Handy 
Dandy Notebook, multi-level learning activities and more. The activities include 
matching and sorting items, creating a personalized birthday card, putting puzzles 
together, baking a cake and much more! By successfully solving each pathway you'll 
help make Blue’s birthday the best ever! 


The pathways can be played in any order and represent different preparations for Blue’s 
birthday. Together, the pathways contribute to the overall story of the game: the 


preparation of and attendance at Blue’s birthday party. Solving each clue set results in a 


reward, Blue's birthday party! 


After you sign in, you'll see the Pathway Selection Screen. Click one of the icons and 
Steve will greet you just as he does on television! He’ll explain what you’re going to do 
and then you'll be free to explore and look for clues! 


Some clues may be easy to find but others may require that oe solve a puzzle or assist 
a character before you can uncover them. 


ref ~— ~— f— -~— ff — &F — fF F Ff fF ft f ff F fF fF f Fo PF f fF fF PF Pb Pf oP PU 


Blue’s Birthday Adventure CD-ROM 


Objects Needed to Find Clues: Yellow Disc 


n the table in the ive the magnets 
to give her guests? Bedroom. Mr. Salt & Mrs. 
Pepper in the Kitchen. 


Camera In the Sandbox (go Take a picture of Book 
through the gate). Baby Bear in the 
Book Room. 
What does Blue want | Watering can Steve’s Garden (to the | Use the watering can | Tomato 
to eat at her party? right of the Sandbox). | to water the seeds on 
the Farm. 


Package from the Mailbox in the Front | Deliver the package to | Circle 
Circle Store Yard. the Felt Friends in the 
Snack Room. 


Objects Needed to Discover Clues: Red Disc 


What does Blue want | Clothes hanger Next to the table in Put Blue’s slippers 

to do at her party? the Snack Room. and coat in the closet, 
then use the hanger to 
hang up her coat. 


Balloon The Side Yard. Find the missing 
| balloon, then bring it 
to Baby Bear in 


What does Blue want | Juice pop stick On the table in the Find the juice pop 

to play at her party? Snack Room stick and give it to 
Slippery in the 
Bathroom. 


On the bulletin board | Use the key to open Chest 
in the Kitchen the chest in Birthday 
Land. 


NOTE: On the beginning level, objects are located on the screen on which they are needed. 


Blue’s Birthday Adventure CD-ROM 


Blue Skidoo Locations 


Yellow What does Blue want | The Present Store Click on the picture of 
to give her guests? presents in the Living 
Room. 
What does Blue want | The Farm Click on the picture of 
to eat at her party? a barn in the Toy 
Room. 


What does Blue want | Storybook Land Click on the book 

to do at her party? eee open in the Book 
Room. 

What does Blue want | Birthday Land Click on the birthday 

to play at her party? card on the Patio 
Table. 


Bonus Activities 
(After Solving Blue’s Clues) 


What does Blue want | Coloring Book 


Coloring books on 
to give her guests? 
What does Blue want Pizza on the little 
to eat at her party? table 
What does Blue want The puppet theater 
to do at her party? 
What does Blue want The treasure maps 
to play at her party? on the little table 
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Nick aladean 


‘Blue’s Clues’: The top-rated commercial show for children ages 2-5 features Steve Burns, his 


computer-animated dog. Blue. and an interactive search for three clues to solve each episode's puzzle. 


Youth force TV, films 
into age of overdrive 


Frenctic flow of information needed to grab audience 


Ry Linda Temple 
USA TODAY 


Entertainment must ‘actively engage’ kids 


Continued from 1D 


TV and movie moguls suddeniv 
face the same challenges as teachers 
trying to hold the attention of kids 
who learned the alphabet from 
scratch ‘n’ sniff and pop-up books or 
somebody in a bird suit on public TV. 

“It's hard for them to concen- 
trate,” says Mar, DeKonty Apple 
gate, an education professor and re 
searcher at St. Joseph's University in 
Philadelphia. “They have to be ac- 
tively engaged.” Educators are still 
grappling with how to-integrate vid- 
eos and computer-driven instruction 
into the classroom. she says. 

But unlike education. the re- 
source-rich entertainment industry 
excels at pulling rabbits out of nats 
and is thriving on an audience get- 
ting younger by the minute. 

Thanks to sing-along videotapes 


and CDs, ‘90s tots know all the words 
to such Little Mermaid tunes as Un- 
der the Sea, even if they never saw 
the 1989 animated movie the first 
time around. Disney wasn’t pre- 
pared for the chorus heard at many 
screenings during last vear’s revival. 
Says Terry Curtin, a Disney spokes- 
woman: “It's the family Rocky Hor- 
ror. The kids know all the words and 
sing along.” 

Nick Jr.'s Blues Clues, the No. 1 
show on commercial television for 
kids ages 2-5, plops a live host into a 
busy, computer-animated environ- 
ment that looks like a preschooler’s 
Cut-and-paste art project. 

It is as interactive as a screen with- 
out a mouse attached can be. bom- 
barding its peewee viewers with 
questions they must answer aloud to 
help solve a mystery. 

The show aims not only to enter- 
tain, says Brown Johnson, senior vice 
president of Nickelodeon's Nick Jr.. 
“but to promote problem-solving and 
learning skills to help kids prepare 
for their future.” 

They are quite at home in the 
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present. The largest percentage of 
Americans ever is under age 20, and 
for the first time, Tapscott says, the 
youngest segment of the population 
is the most familiar with the technol- 
ogy that is driving innovation. 

“It’s the convergence of a techni- 
cal revolution with a demographic 
one,” he says. ‘There are now 80 mil- 
lion kids who think differently, learn 
differently, communicate differently 
and want to be entertained different- 
ly than their parents. It’s natural TV 
and movies are changing to accom- 
modate them.” 

VH1 president John Sykes says his 
channel has shortened its news and 
feature stories “almost into bullet 
points, and we lay them over some- 
thing else going on on the screen.” 

“Kids can process so many bits of 
information simultaneously,” he 
says. “We cannot act like TV in the 
60s.” 

Mocking “old” TV and movies has 
become great sport. from the recent 


film sendups of the Brady Bunch TV 
series to thrillers Scream and 
Scream 2, self-satirizing spoofs of the 
horror movie genre. 

The cable TV series Mystery Sci- 
ence Theater 3000 (MST3K) started 
the trend eight years ago on Comedy 
Central, airing the lowest-budget sci- 
fi flicks to the constant heckling — 
about 700 cracks per film — of a hu- 
man host and two robots. 

Once a cult favorite, MST3K is 
now credited with everything from 


paving the way for Beavis and Butt- 


head to spawning an art form. It won 
a Peabody Award for excellence in 
broadcasting in 1993 and is now the 
Sci-Fi Channel's highest-rated origi- 
nal series. 

“We're not doing anything highfa- 
lutin.” says VIST3K writer and co- 
Originator Jim Mallon, “but when a 
scene is ridiculous or a person is pre- 
tentious, we point that out. It be 
comes a truthful moment in a film 
with few, if any. truthful moments.” 

VHI1’s Pop-Up Video succeeds on 
the same premise, savaging the mu- 
sic videos of pop stars past and pres- 


ent “Paula likes to let out a good 
belch before hitting a high note.” 
reads a typical burst of blasphemy in 
a “popped” video of singer Paula 
Abdul’s 1991 hit Rush, Rush. 

“The whole irony thing is a back- 
lash to the entertainment industry,” 
says Tad Low, the show’s co-creator. 
“People are sick of the same, insipid 
sitcom jokes.” Low’s partner, Woody 
Thompson, says the two are develop- 
ing several shows that will be sim- 
larlv irreverent. “It’s subversive to 
be telling the truth,” he says. “It's a 
switch toward the appreciation of 
real, regular people.” 

Tapscott says the concept fits per- 
fectly with the digital generation's in- 
tellectual wiring. 

“Kids have a deep need to verify 
and authenticate what they see,” he 
says. “A picture isn't just a picture 
anymore; it could be software or ani- 
mation, a blue screen or a morph. 
It's a very different world from when 
we watched old-style broadcast me- 
dia and took it at face value. Today’s 
Kids have to be critical thinkers.” 

Adults had better stay tuned. Tap- 
scott says the changes in entertain- 
ment portend even bigger social 
change on the new digital horizon. 
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University Games: Nickelodeon will collaborate with University Games to create board and card games that — 
encourage and reinforce skills including decision-making, matching and counting. Products will hit store 
shelves in June. 


Colorforms: Working with Colorforms, the network will debut a variety of the classic stick on playsets in June 
that embody the Blue’s Clues “play to learn” philosophy. 


Learning Curve International: Nickelodeon and Learning Curve International will create high-quality 
developmental Blue’s Clues products for the specialty market this summer. Learning Curve’s FELTKids. = 
brand will introduce feltboards and play pieces while Kid Classics will offer a variety of wooden puzzles. 


Colorbok: Capturing Blue’s Clues interactive spirit, Colorbok activity-based products will include sticker kits, _ 
character stamps, tattoo kits, sewing cards, sidewalk chalk and more. 


Simon & Schuster: Working with sister company Simon & Schuster, Nickelodeon will offer an exciting array 
of book categories that compliment the participatory nature of Blue’s Clues. Book formats due to hit major 
retail stores this summer are flapboard, board and super chubby board, sticker and shape and story book. All 
titles will offer readers original, creator-driven stories and illustration. 

Landoll, Inc.: Landoll, Inc. and Nickelodeon will create a series of coloring books and activities that mirror the 
multi-layered curriculum present in Blue’s Clues. Beginning in June, kids will enjoy a variety of entertaining 
and participatory formats including sticker, activity, shaped, color and activity, crazy slates, paint with water 
and activity tablets. 


Paramount Home Video: Nickelodeon and sister company Paramount Home Video will bring this popular 
series into the video marketplace this summer with an engaging lineup of entertaining stories including direct- 
to-video programming. The themes, based on the activities and interests of preschoolers, provide a level of 
participatory play unique in video. | 


Humongous Entertainment: As previously announced, Nickelodeon and Humongous Entertainment have 
joined forces in an exclusive five-year worldwide deal to develop creator-driven CD-ROMs based on Blue's 
Clues. Two CD-ROMs are slated for Fall 1998. 


Set in a computer-generated storybook animation world, Blue’s Clues revolves around the adventures ofan — 
animated little girl puppy “Blue” and her friend Steve, the show’s live action host. In each episode, 

preschoolers are challenged to figure out what “Blue” needs by collecting the clues she leaves and putting them 
together to figure out the answer. Blue’s Clues airs weekdays at 9:30 am and 12:30 pm (E/T) in Nick Jr., the __ 
network’s preschool programming block. 


Nickelodeon, Blue’s Clues and all related titles, characters and logos are trademarks of Viacom 
International Inc. 
# # # ess 
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“We are enormously proud of the way kids have responded to Blue ’s Clues,” says 
Brown Johnson, Senior Vice President, Nick Jr. “We feel strongly that kids come to 
television with an active mind and enjoy being challenged. We have worked diligently 
with educators to develop a program that promotes problem-solving and learning skills 
that will help kids prepare for their future. Blue ’s Clues is a perfect example of our 
Nick Jr. motto, ‘Play to learn.’ ” | 


Parents and young viewers have responded in volumes, with online letters often 
reaching 300 per day and older brothers and sisters writing in for their younger siblings. 
One parent wrote “I am very impressed with Blue ’s Clues not only as a teacher but as a 
mother.” Another wrote that the show’s puzzles are just at the right level for her 4 
year old, “...providing a challenge, but within reach.” And, one parent admitted that 
she had to tell her young viewer that “...Blue is sleeping, otherwise she will sit in front 
of the TV waiting!” 


The response from officials in Washington and experts in education has been just as 
strong. In a recent speech before the Annenberg Public Policy Center, FCC Chairman 
Reed Hundt commended Nickelodeon for its efforts in the field of children’s 
programming and singled out Blue ’s Clues as an example of programming that can be 
both educational and entertaining. Dr. Dan Anderson, a Professor of Psychology with 
the University of Massachusetts and a leading expert in child development, believes that 
Blue’s Clues may be the first program on television to help teach children general 
thinking and problem solving skills, observing that it “could become a part of television 
history.” 


Twenty episodes are included in this season’s order of Blue ’s Clues, which will offer a 
variety of entertaining and new challenges for viewers including: A Halloween episode 
that asks “What’s Blue Afraid Of?” as Blue confronts her excitement and fears about 
Halloween; a math episode in which Blue helps viewers calculate quantities of apples, 
graham crackers and money; and, a reading episode in which viewers will help decide 
what book Blue wants to read. | 


Blue’s Clues is presented Monday through Friday at 9:30 a.m. with additional airings 
Monday through Friday at 12:30 a.m. (ET/PT) and Saturday and Sunday at 6:30 a.m. 
(ET/PT). Blue’s Clues was created by Traci Paige Johnson, Angela C. Santomero and 
Todd Kessler. Kessler serves as Executive Producer with Santomero producing and 
writing and Johnson producing and designing. 


Nickelodeon, Nick Jr. and all related titles, characters and logos are trademarks of 
Viacom International, Inc. 


# # # 
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Junior Field Trips 
| Junior Field Trips allow kids to explore behind the scenes of fun places and 
exciting parts of the world. They can learn about the things that interest them most and 


play games related to each location. 


Junior Field Trips Collection (Three award-winning games for $19.99) 


Let’s Explore the Airport”, July 1995 
Let’s Explore the Farm”, July 1995 
Let’s Explore the Jungle”, November 1995 


Biue’s Clues CD-ROMs 


Blue’s Clues CD-ROMs will bring the most-watched preschool show on television 
to the computer screen and into the homes of children everywhere. Humongous 
Entertainment and the creative team for the Blue’s Clues TV show have worked in close 
collaboration to maximize the educational and entertainment quality of the CD-ROMs. 
This partnership has blended the unique look and playability of Humongous 
Entertainment’s award-winning CD-ROMs with the rich, multi-layered feel of the Blue’s 
Clues TV show to create a fun new learning experience that takes the concept of the TV 


show and provides an exciting translation to the computer screen. 


Blue’s Birthday Adventure” 
September 1998, $29.99 ESP 


Blue’s ABC Time Activities” 
September 1998, $19.99 ESP 


Junior Adventures, SPY Fox, SPY Fox in Dry Cereal, SPY Fox in Cheese Chase, Freddi Fish, The Case of the Missing Kelp Seeds, The Case of the 
Haunted Schoolhouse, The Case of the Stolen Conch Shell, Pajama Sam, No Need to Hide When it's Dark Outside, Thunder and Lightening Aren’t So 
Frightening, Putt-Putt Enters The Race, Putt-Putt Travels Through Time, Putt-Putt Saves the Zoo, Putt-Putt Goes to the Moon, Putt-Putt Joins the Parade, 
Fatty Bear, Fatty Bear's Birthday Surprise, Junior Sports, Backyard Baseball, Backyard Soccer, Big Thinkers, Big Thinkers Kindergarten, Big Thinkers 1st 
Grade, SuperStar of Smarts Challenge, Junior Field Trips, Buzzy the Knowledge Bug, Let's Explore the Farm, Let's Explore the Airport, Let’s Explore the 
Jungle, Junior Arcade, Balloon-O-Rama, Dog On A Stick, Water Worries and Maze Madness are trademarks of Humongous Entertainment, Inc. Other 
brand names and products may be trademarks or registered trademarks of their respective companies. These products and Humongous Entertainment 
Inc. are not in any manner affiliated with Putt-Putt Golf Courses of America Inc. 
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Freddi Fish 3: The Case of the Stolen Conch Shell 
March 1998, $29.99 ESP 


SPY Fox in Dry Cereal” 
October 1997, $19.99 ESP 


Putt-Putt Travels Through Time” 
June 1997, $29.99 ESP 


Pajama Sam in No Need to Hide When It’s Dark Outside” 
October 1996, $19.99 ESP 


Freddi Fish 2: The Case of the Haunted Schoolhouse” 
September 1996, $19.99 ESP 


Putt-Putt Saves the Zoo" 
August 1995, $19.99 ESP 


Freddi Fish and the Case of the Missing Kelp Seeds” 
November 1994, $19.99 ESP 


Humongous Classics Collection (Three award-winning games for $19.99) 
Putt-Putt Goes to The Moon”, November 1993 
Fatty Bear’s Birthday Surprise”, June 1993 
Putt-Putt Joins the Parade”, November 1992 


Junior Sports” 
Junior Sports” games give kids a new way to enjoy the fun and innocence of the 


backyard contests that create so many childhood memories. Thirty of the funniest boys 
and girls in the neighborhood make sure a game is never too far away as your child 
chooses teammates. The Junior Sports series provides all the action and excitement of 
adult sports games, while easy-to-use controls allow even the littlest athletes to compete 
with the best of the backyard leagues. Humongous Entertainment’s feature-film-quality 
animation brings quirky personalities and offbeat antics to the first series of sports 


games designed for and starring kids! 


Backyard Soccer” 
September 1998, $19.99 ESP 


Backyard Baseball” 
October 1997, $19.99 ESP 


(next page) 
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(NASDAQ: LNCT), to develop a merchandise program based on its family of 
Original characters. 
Lancit Media Entertainment: Humongous Entertainment created a production 
alliance with Lancit in March of 1997 to create television, motion picture and home video 
programming based on its family of original characters. 


Nickelodeon: In November of 1997 Nickelodeon and Humongous Entertainment 


joined forces in an exclusive world-wide deal to develop CD-ROMs based on Blue’s Clues, 


the most-watched preschool show on television. Nickelodeon, the highest-rated basic cable 


network since the first quarter of 1995, is a global entertainment brand with businesses in 
programming, production, consumer products, online, recreation, publishing and feature 
films. Nickelodeon television programming is seen in 70 million households in the United 
States and in over 80 countries, including dedicated channels and services in Germany, 
the United Kingdom, Australia, Latin America, the Nordic region and Turkey. Visit Nick 


Jr.'s Web site at nickjr.com to learn more about Blue’s Clues. 


Humongous Entertainment’s Co-Founders 


Shelley Day 

Shelley Day is president and CEO of Humongous Entertainment. She is 
responsible for the day-to-day management of the company and forges the strategic 
relationships that contribute to the company’s ongoing growth. 

Shelley has an extensive background in the management and design of 
entertainment software. After beginning her career with Aurora Systems, Inc. in 1983, 
Shelley joined Electronic Arts, where she was involved in producing numerous 
entertainment software titles across such varied platforms as the Atari 800, Apple II, 
Apple IIGS, Amiga, PC, Macintosh and Commodore 64. 

From 1987 and 1990, Shelley worked at Accolade Inc. and Taito Inc., both 
entertainment software companies. While at Accolade, she produced numerous award- 
winning titles such as The Duel: Test Drive ||, Grand Prix Circuit and Hardball II. \n 
1988, she was named "Producer of the Year" at the annual Computer Game Developers 
Conference. Shelley joined LucasArts Entertainment in 1990 as a producer of 
entertainment software, where she produced several titles, including Monkey Island II, 


Indiana Jones and the Fate of Atlantis. 


(next page) 
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Putt-Putt, Humongous Entertainment's first and its most popular 
character, was born in 1990 when Shelley Day created the lovable, little purple car 
as a character for evening bedtime stories for her then 3-year-old son. 

Day and Ron Gilbert launched Humongous Entertainment in 1992 to 
create world-class interactive adventures for children, Putt-Putt was a natural choice 
to be their first star. 

Children of all ages — kids and parents — connect with Humongous 
Entertainment’s family of adorable original characters. Putt-Putt, Freddi Fish, Buzzy the 
Knowledge Bug, Fatty Bear, Pajama Sam and SPY Fox are friends that live in 
interactive worlds where children explore, discover and have fun as they direct the 
adventures. 

Humongous Entertainment’s latest CD-ROMs use thousands of frames of hana- 
drawn animation and exclusive technology to create true interactive animation. Players 
seamlessly affect how the game unfolds with the click of a mouse. The film-like quality 
of interactive animation brings the colorful characters and their worlds to life. 

Creatively and technically, Humongous Entertainment continually breaks new 
ground. Freddi Fish and the Case of the Missing Kelp Seeds™ is a good example. 
This hand-animated adventure was the world’s first Windows 95 CD-ROM not only in 
English, but also in Japanese and Dutch. Microsoft used Freddi Fish and the Case of 
the Missing Kelp Seeds as a benchmark to test and demonstrate Windows 95 
worldwide. 

Humongous Entertainment pushes the edge in interactive storytelling, an 
emerging art form that did not exist 10 years ago. Telling stories in an interactive setting 
is vastly different than in traditional linear media such as movies or TV. Truly interactive 
entertainment enables people to explore the things that interest them most and enjoy a 
unique adventure each time they play. Defining this new art form is a driving goal for 
Gilbert and the company. 

In July of 1995 Fortune magazine featured Humongous Entertainment as one of 
“25 Cool Companies.” In January 1996, Home PC announced Putt-Putt’s “undisputed 
title as the most popular character ever to roll into the HomePC Kids’ Lab.” USA Today 
also profiled Humongous Entertainment as one of “Six Firms Worth Watching In '96.” 


(next page) 
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Let's Explore the Jungle” 
1996 Family Channel Seal of Quality Award 
1996 KIDS FIRST! Award, Coalition for Quality Children’s Media 
Selected by Parent Council, Ltd. 
1997 Teachers Choice Awards, Learning Magazine 


Let's Explore the Airport” 
1996 KIDS FIRST! Award, Coalition for Quality Children’s Media 
1997 Best Developmental Software Award, Early Childhood Education Journal 
1996 Best of the Year Award. Child Magazine 
Top-Rated Three Star Award, Canadian Toy Testing Council 1998 


Freddi Fish and the Case of the Missing Kelp Seeds — 
Newsweek Editor's Choice Award 1996 
1996 Top Rated Kids’ Software Award, FamilyPC 
Rated #1, Home PC Kids Lab 

C|NET Top 100 CD-ROMs Award; Buy It! Award 

1996 KIDS FIRST! Award, Coalition for Quality Children’s Media 
1995 Hot Holiday 100, Family Software #1, Computer Gaming World 
Yomiuri Newspaper Award, Japan Software Grand Prix 
1995 Software Magic Award, Parenting Magazine 
Family PC Tested-Recommended Award 1996 
Top 100 CD-ROMs of 1995, PC Magazine 
Top 100 Products of 1995, Home PC Editor’s Choice 


1994 Rommie Award Winner, Children’s Entertainment Title of the Year, CD-ROM Today 


Four Mouse Award, MacUser 
The National Parenting Center Seal of Approval 1995 
IN!-Ovation Award, indelibleNews! 

Best Edutainment Title, Electronic Entertainment 
1994 Best Children’s Game, Gaming Magazine 
1995 Honor Award, Parent’s Choice 
Medallion Award, Anders 1997 CD-ROM Guide 
1998 Editor’s Pick Award, SoftSeek 


Putt-Putt and Pep’s Balloon-O-Rama 
C/NET Buy It! Award 


Junior Field Trips’ Collection 
1997 Honors Award, National Association of Parenting Publications 


Putt-Putt® Joins the Parade” 
Software of the Year. Family Fun Magazine 
Parent's Choice Award 
Top 100 Products, Home PC 
Family PC Tested-Recommended Award 
CINET Top 100 CD-ROMs Award; Buy It! Award 
Five Mouse Award, MacUser 
Member's Choice - Early Learning, Kidsoft 
Best PC Educational Game, PC Entertainment 
Best New Children’s Program (finalist), Mac User 
Best Educational Program (finalist), Compute 


(continued on next page) 
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Backyard Baseball” 

Gold Award Winner, Summer 1998 Oppenheim Toy Portfolio 
Selected as Outstanding by Parent Council 1998 
Family PC Tested-Recommended Award 1997 
1997 Top-Rated Five Star Award, PC Computing 
Home PC Reviewer's Choice Award, 4/4 Stars 
Best of 1997, Parents Magazine 
Thunderbeam Seal of Approval 
Best Sports Game of 1997, Thunderbeam.com 
#2 Kids Game of the Year 1997, Computer Gaming World 
1997 Software of the Year, Family Fun Magazine 
Children’s Software Revue's “All Star Software” Award 1997 
Top-Rated Three Star Award, Canadian Toy Testing Council 1998 
Best of 1998, The Review Zone 


Putt-Putt Travels Through Time 
1998 FamilyPC Best Software for Kids Award 
Newsweek Editor's Choice Award 1997 
1997 Family Channel Seal of Quality Award 
1997 Best Kids’ Game, Five Star Top-Rated Award, PC Magazine 
Best Children’s Software of All Time, Thunderbeam.com 
1997 Editor's Choice Award, All About Games Online 
1997 Freakin’ Awesome Award, Mac Addict 
Top-Rated Three Star Award, Canadian Toy Testing Council 1997 
1997 KIDS FIRST! Award, Coalition for Quality Children’s Media 
1997 Top-rated Five Star Award, Computer Life Magazine 
1997 Reviewers Choice Award, Top-Rated 4 Star Award, Home PC 
Family PC Tested-Recommended Award 1997 
1997 Gold Award, National Association of Parenting Publications 
Inside Games & Entertainment Update, Grand Game Award 1997 
Thunderbeam Seal of Approval 
The REVIEW ZONE'’s Best of ‘97 
1997 Developmental Software Award, Southeast Missouri State University 
Best Preschool Program of 1997, Thunderbeam.com 
1997 Software of the Year, Family Fun Magazine 
Child's Best of 1997, Child Magazine 
ComputED’s 1997 BESSIE Award. Best Early Elementary Interactive Adventure 
1997 Computer Life's Holiday Wish List. Top Kids Product 
1998 MacWorld Game Hall of Fame 
Best Software of 1997, Working Mother 
Best Software Character Award for Putt-Putt. 1997 Minnesota Parent Family Favorite 
Best of 1997, The Review Zone 


Pajama Sam in No Need to Hide When It’s Dark Outside" 
1998 Best Bet Awards. Canadian Toy Testing Council 
1997 Consumer Product of the Year. Washington Software Alliance Industry Achievement Awards 
#1 Kids Game of the Year 1996, Computer Gaming World 
Newsweek Editors Choice Award 
1996 Family Channel Seal of Quality Award 
1996 iIN!-Ovation Award. Best Kids’ Entertainment, Games category 
Top-rated Four Star Award, Home PC 
Family PC Tested-Recommended Award 1996 


(continued on next page) 
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Blue’s ABC Time Activities" 


Minimum System 
Requirements 


Windows®: 100% Pentium® compatible, 
P90 or higher, Windows 95/98, 16MB RAM, 


1OMB HD available, 640x480, 256 color, 
sound card, 4X CD-ROM. 


Macintosh®: PowerPC, 80MHz, System 7.1, 


16MB RAM (8.3MB free), 1OMB HD available 
640x480, 256 color, 4X CD-ROM. 
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Blue's ABC Time 


Activities” gIUEIs 


lu 
Explore the world of letters, sounds and words G Cs 
with Blue and her friends in this activity pack filled 

with multi-level learning games. Identify letters, build vocabulary, 
practice phonics and create rhymes as you collect words to help 
Blue build silly stories in her Word Book. The more words you 
collect, the more stories you can create and print out! 


»D 


MmWhen she lost the golden 


Listen closely to create rhymes with 
Blue and Slippery. 


“| Join Blue and her 
| friends for an ABC 
play date! 


Some alligators oe 
| ytd ad alphabet safari 
with Blue! Create 
an Animal 
Alphabet Album. 


Help Mr. Salt 

& Mrs. Pepper 
select snacks 
for Blue and her 
hungry friends. 


ppery lost his BAG. CAT 4 | ao 
help him look for it. ‘TUBA | o ae ’ ss - 


Play to Learn 


_ 


nickjr.com 


Collect words to Falp Blue create 
silly stories in her Word Book. 


See 


HUMONGOUS ENTERTAINMEN 
13110 N.E. 177th Plac 

Suite BIOI, Box #18 
Woodinville, WA 98072-996 


www.humongous.com 


Blue's ABC Time Activities ©1998 Viacom International Inc. All rights reserved. Nickelodeon, Nick Jr., Blue’s Clues and all related characters, titles and logos are trademarks of Viacom 
Intemational. Software ©1998 Humongous Entertainment, Inc. All rights reserved. Humongous Entertainment and the Humongous Entertainment logo are registered trademarks of 
Aulmongous Entertainment. All other brand names and products are trademarks of their respective companies. 


Help the Felt Friends make objects 
and words from shapes and letters! 


Blue’s Birthday Adventure™ 


Minimum System 
Requirements 


Windows®. 100% Pentium® compatible, 
P90 or higher, Windows 95/98, 16MB RAM, 


80MB HD available, 640x480, 256 color, 
sound card, 4X CD-ROM. 


Macintosh®: PowerPC, 80MHz, System 7.1, 
16MB RAM (8.3MB free), 80MB HD available, 
640x480, 256 color, 4X CD-ROM. 


Create a personalized birthday 


Blue's Birthday 


Adventure" glues 
Happy Birthday to Blue! Glu é & 


steve, Tickety, Slippery and all of Blue's friends 
need help preparing for Blue's birthday party! 
There’s so much to do. Create a personalized card for Blue, select 
a special present, play lots of multi-level learning games, explore 
in and around Blue’s house and yard ... and of course, find and 
solve NEW Blue’s Clues. Help Steve figure out what party favor 
Blue wants to give her guests, what she wants to eat, and more. 
With so much to explore, create, play and solve, every day can be 
a birthday celebration with this original adventure. 


Record Blue’s Clues 
in your very own 
interactive Handy 
Dandy Notebook. 


Help Steve and pals prepare for 
Blue’s extra special day. 

Three clues have been found. 
It’s time for the thinking chair and 
solving a game of Blue’s Clues. 


A clue! A clue! 
You found a clue! 


- n 


Play to Learn 


dong 


nickjr.com 


card for Blue. Mailbox will 
deliver it to the party! 


Meet new characters and discover HUMONGOUS ENTERTAINMEN® 
new locations. Look it’s Birthdayland! 13110 NE. 177th Plac 


Suite B101, Box #18Q, 
Woodinville, WA 98072-996 
www.humongous.com 


Blue's Birthday Adventure ©1998 Viacom International Inc. All rights reserved. Nickelodeon, Nick Jr., Blue's Clues and all related characters, titles and logos are trademarks of Viacom 
Intemational. Software ©1998 Humongous Entertainment, Inc. All rights reserved. Humongous Entertainment and the Humongous Entertainment logo are registered trademarks of 
Mimonaous Entertainment. All other brand names and products are trademarks of their respective companies. 


fierce protector of her company’s 
autonomy and the integrity of the 
Humongous stable of characters. 

GT Interactive's Chairman, 
Ronald W. Chaimowitz, said that 
of the seven software companies 
GT has acquired, Humongous has 
retained far more autonomy, par- 
ticularly in the marketing area. 
“Shelley’s been able to develop a 
very collegial culture there,” Mr. 
Chaimowitz said. “They have a 
strong entrepreneurial spirit.” 

Spurning collaboration offers 
from heavyweights like Disney 
and Warner Brothers, Humon- 
gous has concentrated on devel- 
oping its own stable of interactive 
characters, beginning with Putt- 
Putt, a car invented by Ms. Day as 
a bedtime story character for her 
son, Travis, now 11. 

The strategy has paid off. In 
April, PC Data reported that the 
company had the No. I- and No. 
2-selling game titles in the educa- 
tional software division, beating 
out high-powered rivals like 
Disney, Broderbund, the Learning 
Company and Cendant. 

Unlike most of their competi- 
tors’ characters, Humongous 
characters are hand drawn and 
then digitalized, along with their 
watercolor backdrops, providing 
higher quality animation. 
Reviewers also give the software 
high marks for innovative game 
design and fresh, witty interactive 
storytelling. Parents have been 
known to hang onto the mouse 
long after the children have gone 
to bed. 

“From the start, I wanted 
humor written at a level the par- 
ents get if they’re playing with 
their child, so it’s not like ‘If I see 
one more purple dinosaur, I’m 
going to scream,’” Ms. Day said. 

Humongous has chosen careful- 
ly among ancillary projects to pre- 
serve their characters’ freshness and 
integrity. “You won’t be seeing 
‘Putt-Putt on Ice,’” she said. 

One of her few management 


' Y @ 
www.humongous.com 


missteps was to try to enter the 
arena of educational software for 
5- and 6-year-olds with the com- 
pany’s Big Thinkers _ series, 
released in October 1997. The 
titles bombed, and Humongous 
has backed off for now. 

“If Big Thinkers had come out 
a year earlier, they probably 
would have been a runaway suc- 
cess,” said Warren Buckleitner, 
editor of Children’s Software 
Revue magazine, who gave the 
series 4 1/2 out of a possible 5 
stars. He added that they had 
“some breakthrough concepts” 
but that they were “trying to break 
new ground at a time when there 
was a lot of competition.” 

Ms. Day said, “It was very hard 


1 


A successful formula: 


friendly characters and 
interactive adventures. 


to compete against those compa- 
nies who do strictly education, 
because they’re going to spend 
what they need to to protect their 
core business.” 

Indeed, the children’s segment 
of the computer games industry 
has evolved over the last several 
years from a quiet niche to a cut- 
throat marketplace where price 
wars, including full-price rebates 
for turning in competitors’ prod- 
ucts, and shelf-space skirmishes 
are common. Unable to match 
marketing dollars with larger 
rivals like the Learning Company 
and Cendant, Humongous relies 
heavily on strong word of mouth 
and short-term custom pricing 


arrangements with retailers to 
insure good shelf placement. 

“We never could have started 
Humongous Entertainment today,” 
said Mr. Gilbert, 34. “It would be 
virtually impossible now for a 
new company to break into the 
children’s market.” 

While not exactly a shotgun 
marriage, the Humongous merger 
with GT Interactive was born of 
just these sorts of competitive pres- 
sures. “It was either build our own 
distribution division or sell our- 
selves to someone who had one,” 
Ms. Day said. “We would have had 
a lot of people walking around in 
coats and ties. Better to have those 
guys back in New York.” 

Curiously, with all the focus on 
creating entertaining games and 
marketing them, Ms. Day admits 
that scant attention was paid ini- 
tially to the impact of the games 
on children. That came later when 
letters from parents began pour- 
ing in. She was surprised to learn 
how empowering games could be 
for young children and how close- 
ly children would emulate charac- 
ters’ behavior. 

“We started the company with 
the goal of creating great bedtime 
stories for kids,” Ms. Day said. 
“Except reading a book winds kids 
down, this doesn’t. But that was the 
concept. We found out there was 
this whole other thing going on.” 

Input from parents or educa- 
tional experts, Ms. Day said, 
remains mostly anecdotal. 
Though there is no real pedagogi- 
cal foundation for their games, 
Humongous does test them on 
focus groups of children. 

“There’s a frightening absence 
of research on what’s really hap- 
pening when children are playing 
computer games, whether it’s 
Carmen Sandiego or Putt-Putt,” 
said Yasmin Kafai, a professor of 
new learning technology at the 
University of California at Los 
Angeles. 

Still, Ms. Kafai echoed many 


For more information, please contact: 


reviewers by praising the child- 
friendly game _ design of 
Humongous titles as well as the 
multiple levels of play, which 
accommodate the widely varying 
developmental needs of children 
in the target age range, 3 to 10. 

While the business reasons for 
the combination of GT Interac- 
tive and Humongous are clear, it is 
certainly a case of strange bedfel- 
lows. GT, which specializes in 
violent, hard-core action titles, has 
become something of a whipping 
boy for what’s wrong with the 
computer game industry. 

“We talked to them about 
games like Quake and Blood and 
Doom, particularly Blood, which 
is one I have a problem with,” 
Ms. Day said. “It’s not what we’re 
about.” But, she added, “they’ve 
left us completely alone on the 
development side.” 

Humongous, with financing 
from GT, in fact, has started its 
own adult division, Cavedog 
Entertainment, which Ms. Day 
manages. The first title released 
last year was a well-received battle 
strategy game, Total Annihilation. 

Ms. Day and Mr. Gilbert face 
more challenging issues as they 
move into television with a 
Saturday morning show featuring 
Putt-Putt and friends expected to 
make its debut this fall. 

Ms. Day said Humongous was 
working closely with a production 
company, Lancit Media Entertain- 
ment, to insure that the television 
versions of their characters 
remained true to the origins. 

“The merchandising starts to 
happen when you have the televi- 
sion shows; it’s a Catch 22,” Ms. 
Day said. “If I had the choice 
between watching television or 
playing with the computer, I 
would rather have my child play 
with the computer. But parents 
are always praising our characters 
for being so polite, so helpful. I 
think the television show can still 
deliver that.” 


John Uppendahl, VP Communications & Online Business Development, johnu@humongous.com 


Mike Salvadore, Sr. Communications Manager, mikes@humongous.com 
Chris Jamieson, Communications Coordinator, chrisj@humongous.com 


(425) 486-9258 
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Blue’s Clues Success 

With an audience of nearly half the preschool-aged kids watching commercial television 
during its time period, Blue’s Clues provides a whole new television viewing experience. It not 
only changes the way kids watch TV, it changes the way they learn. 

According to FCC Chairman Reed Hundt, speaking at the Annenberg Public Policy 
Center's 1997 Conference on Children and Television, “Nickelodeon’s Blue’s Clues 
demonstrates that a program loaded with educational content can also make learning fun for 


kids.” 


Humongous Success 
Humongous Entertainment, which has sold more than 3 million children’s games 


worldwide and won more than 100 awards of excellence, is a leading creator of interactive 
entertainment for kids. In 1997, Humongous Entertainment’s sales have earned the company 


consistent ranking in the top 4 of PC Data’s Educational Software Publishers chart. 


Nickelodeon 

Nickelodeon, the highest rated basic cable network since first quarter 1995, is a global 
entertainment brand with businesses in programming, production, consumer products, online, 
recreation, publishing and feature films. Nickelodeon television programming is seen in 70 
million households in the United States and in over 80 countries, including dedicated 
channels/services in Germany, the United Kingdom, Australia, Latin America, the Nordic region 


and Turkey. 


Humongous Entertainment 

Established in 1992 by Shelley Day and Ron Gilbert, Humongous Entertainment is 
internationally recognized for pushing the edge in interactive storytelling and delivering high- 
quality, hand-animated CD-ROMs starring endearing original characters, including Putt-Putt, 
Freddi Fish, Pajama Sam, SPY Fox” plus Ben and Becky Brightly”. Humongous Entertainment 
creates interactive Junior Adventure”, Junior Field Trips”, Junior Arcade™, Big Thinkers!™ and 
Junior Sports” games that encourage kids to explore, discover and have fun. Humongous 
Entertainment, a subsidiary of GT Interactive Software Corp. (NASDAQ: GTIS), can be reached 


on the World Wide Web at www.humongous.com. 
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Humongous Entertainment, Freddi Fish, Pajama Sam, SPY Fox, Ben and Becky Brightly, Junior Adventure, Junior Field Trips, Junior Arcade, Big Thinkers!, Junior Sports, Putt- 


Putt Travels Through Time, SPY Fox in Dry Cereal, Big Thinkers Kindergarten, Big Thinkers 1* Grade, Backyard Baseball, Backyard Basketball, Backyard Soccer are all 
trademarks of Humongous Entertainment. These products and Humongous Entertainment Inc. are not in any manner affiliated with Putt-Putt® Golf Courses of America Inc. 


Nickelodeon, Biue’s Clues and all other related titles, logos and characters are trademarks of Viacom International, Inc. Other brand names and products may be trademarks or 


registered trademarks of their respective companies. 
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In September, along with this exciting behind-the-scenes look at the creation of a CD-ROM, 


Humongous Entertainment will allow families to play an activity from Blue’s ABC Time Activities. 


The Blue’s Clues TV Show 
Blue’s Clues, the Emmy-nominated, hit preschool TV show and recipient of the prestigious 


Parent’s Choice Award, has pioneered a breakthrough interactive approach and programming strategy 
for preschool television. Live-action host Steve, animated puppy Blue and their friends turn to 
preschoolers to participate actively in solving puzzles within the context of interactive, multi-layered 
games and activities. An episode of the Blue’s Clues TV show airs each Monday and is repeated 


throughout the week, building kids’ self-confidence and mastery through repetition. 


Nickelodeon 
Nickelodeon, the highest-rated basic cable network since the first quarter of 1995, is a global 


entertainment brand with businesses in programming, production, consumer products, online, 
recreation, publishing and feature films. Nickelodeon television programming is seen in 72 million 
households in the United States and in over 80 millions households worldwide, including dedicated 
channels and services in the United Kingdom, Australia, Latin America, the Nordic region and Turkey. 


Visit Nick Jr.’s Web site at nickjr.com to learn more about Blue’s Clues. 


Humongous Entertainment 
Established in 1992 by Shelley Day and Ron Gilbert, Humongous Entertainment is 


internationally recognized for pushing the edge in interactive storytelling and delivering high-quality, 
hand-animated CD-ROMs starring endearing original characters, including Putt-Putt®, Freddi Fish”, 
Pajama Sam”, SPY Fox” and Ben and Becky Brightly”. Humongous Entertainment creates 
interactive Junior Adventure’, Junior Field Trips”, Junior Arcade”, Big Thinkers!” and Junior Sports” 
games that encourage kids to explore, discover and have fun. Humongous Entertainment, a 
subsidiary of GT Interactive Software Corp. (NASDAQ: GTIS), can be reached on the World Wide 


Web at www.humongous.com. 
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Humongous Entertainment. Freddi Fish, Pajama Sam. SPY Fox. Junior Adventure, gunior Field Trips, Junior Arcade, Big Thinkers! and Junior Sports are all trademarks of Humongous 
Entertainment These products and Humongous Entertainment inc. are not in any néanner affiliated with Putt-Putt® Golf Courses of America Inc. Nickelodeon, Blue's Clues, Blue's 
Birthday Adventure, Blue's ABC Time Activities and all other related titles, logos and characters are trademarks of Viacom International, Inc. Other brand names and products may be 
trademarks or registered trademarks of their respective companies 
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“The Blue’s Clues TV show exemplifies the ideals that we share in creating products for kids 
that encourage thinking, laughing and having fun,” said Ralph Giuffre, executive vice president of 
marketing and licensing for Humongous Entertainment. “Our Blue’s Birthday Adventure and 
Blue’s ABC Time Activities CD-ROMs take key elements from the TV show — characters, worlds 


and activities -to the computer and for the first time, allow kids to touch, move and interact with 


Blue’s world.” 


Blue’s Birthday Adventure 
Blue’s Birthday Adventure excites and challenges kids to take part in one of the most 


significant events in a child’s life ... a birthday! 

In Blue’s Birthday Adventure, kids help Blue and her pal Steve plan Blue's birthday party. As 
in the TV show, Steve interacts directly with kids to actively involve them in the story and ask for their 
help in finding clues. Four exciting pathways with new clue sets, learning activities, and plenty of items 
to discover provide hours of exploration for kids. Whether they are helping Blue figure out what to give 
her guests, what to eat at the party, what fun things to do at the party, or what games to play, kids will 
have an exciting time with Blue and her friends. 

The adventures, which can be completed in any order, change in every level of difficulty so kids 
can enjoy playing the game over and over. As kids complete each pathway, they receive an exciting 
reward and move closer to the ultimate goal of creating Blue’s birthday cake and experiencing the 
birthday celebration. 

Blue’s Birthday Adventure takes kids into Blue’s world by giving them new areas to uncover 
and explore, as well as areas that they're already familiar with from watching the TV show. Plus, Blue’s 
Birthday Adventure introduces kids to a brand-new world, BirthdayLand, with new characters. 
Adjustable skill levels allow kids of varying ages and abilities to enjoy the adventure and discover new ~ 
challenges. Like all CD-ROMs from Humongous Entertainment, Blue’s Birthday Adventure delivers 
educational activities, hundreds of continually changing click points, tons of interaction with characters, 


and exploration. 


Blue’s ABC Time Activities 

With Blue’s ABC Time Activities, preschoolers strengthen essential pre-reading skills as 
they explore the world of letters, sounds and words with the help of their favorite puppy, Blue, and her 
wonderful cast of friends in this activity pack featuring multi-level learning activities. 


(continued on next page) 
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